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American Techna- Vision 

For Orders Only - 1-800-551-9995 
CA. Orders / Info. - 415-352-3787 



1050 MECHANISM 

Factory fresh TANDON mechs. 
make difficult repairs a snap. Units 
are complete with Head, Stepper, 
Spindle motor, belt etc. Just plug in, 
no difficult alignments or adjust- 
ments required. 

$4750 



POWER PACKS 

Exact replacement trans- 
former for 800/400, 1050 
810, 1200XL, 850, aid 
XF551 units. Part #C0 17945. 



$-|450 



XL7XE SUPPLY tfSCnn 

PcwwPak tor OOOXL.eOOXL JpOROO 



130XE, 65XE & XE Game. 



KEYBOARDS 

New and complete subassembly. 
Easy internal replacement 

130XE/65XE $35.00 

800 $40.00 

800XL $29.50 

400 $12.50 

XL 40 PIN LSI CHIPSET 

A Complete set of 40 Pin Large Scale | 
Integrated Circuits for your 800XL, 
600 XL or 1200XL computer. 
Great for quick repairs! Set 
contains one each of the $ A /*NQ5l 
following: CPU, GTIA, ID 
ANTIC. PIA AND POKEY. 



800 4 PIECE BOARD SET 

Includes Main Board, Power Supply 
Assembly, CPU Module and 10K 
Revision B Operating System Module. 
All boards are new, tested and complete 
with all components $28.50 

800/400 MODULES 
NEW PARTS COMPLETE WITH ICS 

• CX853 16K RAM Module $9.50 

• 800/400 CPU with GTIA . $8.75 

• 800 10K OS MODULE $8.75 

• 800 POWER BOARD . . . .$14.50 

• 400 POWER BOARD .... $9.50 

INTEGRATED CIRCUITS 



• C0 1479 5 . . $4.50 

• C0 14805 . . $4.50 

• C0 12296 . . $4.50 

• C0 10745 . . $4.50 

• C0 14377 . . $4.50 

• CO60472 . . $4.50 
•6532.... $4.50 

• C0 123998 $4.50 

• C0 124998 $4.50 

• C0 145998 $4.50 

• C0 14806 . . $4.50 
•C0 10750.. $4.50 

• C0 10444 . . $8.50 

• CO60302 $9.50 
•C021697 $15.00 

• CQ61991 $15.00 

• C061598 . $20.00 
•C025953 $9.95 
•C024947 $15.00 



1050 ICS 

• U7 - 6532 $4.50 

• U8 - 6810 $4.50 

• U9 - 6507 $4.50 
•U10 ROM $19.50 

• U13 2793 $19.50 
•U5 LM2917$8.50 

5713 $525 

• 2793 FDC $19.50 

1050 Track Zero 
Sensor Assy. $8.50 

850 INTERFACE 

12 Piece Chip set. 
Includes all plug in 
IC's except ROM. 
Replacement fixes 
vast majority of 850 
failures $19.50 



BOOKS 

Mapping the Atari (XL/XE) $24.95 
Mapping the Atari (800/400) $18.95 
Compute's First Book of Atari $12.50 
Compute's Third Book of Atari $12.50 
First Book of Atari Graphics $12.50 
2nd Book of Atari Graphics $12.50 
Electronic Computer Projects $9.95 

XE Users Handbook $21.95 

XL Users Handbook $21.95 

Assembly Language Guide $21.95 

Using Newsroom $19.95 

Your Atari Computer $17.95 

Programmers Ref. Guide $14.95 
HackerBook Tricks & Tips $5.00 
Write Your Own Games . . . $5.00 

How to 6502 Program $5.00 

Basic Reference Manual . . . $5.00 
Basic Playground Workbook $5.95 

BOOKKEEPER & KEYPAD 

You get both Atari's 8 bit 
professional bookkeeping 
system and the handy CX85 
numeric keypad for one low 
price. Packages Factory sealed 



4 DISK 
SET 



$ 19 95 

DISK 



VISICALC SPREADSHEET 

Unleash the computing power 
of your 8 bit Atari withVisicaJc. 
Compute everything from home 
finances to high powered finan- 
cial projections. Hundreds of uses. 

Super DataBase 1-2-3 

INNOVATIVE PRODUCT CREATES AMAZING 
DATABASE APPLICATIONS EVEN IF YOU 
HAVE NO PROGRAMMING SKILL ONCE YOU 
CREATE A PROGRAM WITH SUPER 
DATABASE IT BECOMES A STAND-ALONE 
APPLICATION THAT RUNS ON ITS OWN. 
•GENERATE* YOUR OWN PROGRAMS TO 
KEEP TRACK OF EVERYTHING. tr Q qc 
INCLUDES 137 PAGE MANUAL - 3 D)SKS^>^ 

PRODUCTIVITY SOFTWARE 

• Small Business INVENTORY $14.95 

• AUTO MAINTENANCE . . . $14.95 

• REAL ESTATE RECORDS $14.95 

• MEMBERSHIP RECORDS $14.95 

• APPOINTMENT PLANNER $14.95 

• HOME INTEGRATOR $17.95 

AMERICAN EDUCATIONAL 
A+ SPELLING (4 DISKS) .... $19.95 
A+ LEARN TO READ (3 Disks) $19.95 
A+ READING Comprehension $19.95 

PR: CONNECTION 

SERIAL / PARALLEL INTERFACE 
FOR CONNECTING MODEMS AND 
PRINTERS $62.00 

MISCELLANEOUS 

600XL 64K UPGRADE KIT $29.95 

13 PIN SERIAL I/O CABLE $4.50 

SPECIAL - 3 I/O CABLES FOR $10.00 

ACE JOYSTICK $7.95 

U.S. DOUBLER $27.50 

400 BOARD SET (W/O Kybd) $22.95 
PADDLE CONTROLLERS . . . $9.95 
REV. "C" BASIC ROM IC . . . $15.00 
RAMBO XL vtfo RAM IC's .... $27.50 
850 or PR MODEM CABLE . . $14.50 
850 or PR PRINTER CABLE . . $14.50 
8- BIT MONITOR CABLE .... $9.95 

PRINTER INTERFACE .$43.95 

I/O T3 PIN PC CONNECTOR . . $4.50 

800XL RF MODULATOR $9.50 

ANIMATION STATION $74.95 

L SUPRA 2400 BAUD MODEM . $124.95 



CARTRIDGES 

For XLVXE's 800/400 

PAC-MAN Cartridge $4.00 

DONKEY KONG Cartridge $5.00 

DELUXE INVADERS Cartridge $4.00 

STAR RAIDERS Cartridge $5.00 

JOURNEY TO THE PLANETS Cart. $4.00 
BARNYARD BLASTER Cartridge $19.50 

BALLBLAZER Cartridge $17.50 

GATO Cartridge $19.50 

ONE on ONE BASKETBALL Cart. $17.50 

NECROMANCER Cartridge $17.50 

FOOTBALL Cartridge $14.95 

STAR WARS - Return of the Jedi . . $9.95 

GORF Cart 800/400 Only $4.00 

MILLIPEDE Cartridge $10.00 

PLATTER MANIA Cart by Epyx . . $7.50 
CAVERNS OF MARS Cartridge . . $12.50 

PENGO Cartridge $12.50 

EASTERN FRONT Cartridge $12.50 

TURMOIL Cartridge $5.00 

ADVENTURE CREATOR Cartridge $12.50 
SILICON WARRIOR Cartridge .... $12.50 
MATH ENCOUNTER Cartridge . . . $12.50 
BASIC LANGUAGE Cartridge . . . $15.00 
Editor/ Assembler Cart (No Manual) $9.95 
PILOT LANGUAGE PACKAGE . . . $17.50 

SPARTADOS-X Cartridge $59.95 

ACTION O S S Cartridge $55.00 

ACTION TOOL KIT DISK $19.95 

ACTION RUN TIME (DISK) . . . $19.95 
MAC-65 O S S. Cartridge .... $55.00 

MAC-65 TOOL KIT DISK $19.95 

BASIC XE Cartridge $55.00 

R-TIME 8 Cartridge $47.95 

EXPRESSI New Cartridge version $67.95 

SPINNAKER EDUCATIONAL CARTRIDGES 

KJNDERCOMP Cartridge $8.75 

FRACTION FEVER Cartridge... $8.75 

PACEMAKER Cartridge $8.75 

ALPHABET ZOO Cartridge $8.75 

UP FOR GRABS Carfridge $8.75 

ALF IN THE COLOR CAVES Cart. $8.75 

DELTA DRAWING Cartridge .... $8.75 

STORY MACHINE 800/400 only $8.75 

UNKING LOGIC (Reher- Price) Cart $8.75 

GRANDMA S HOUSE (Disk) $8.75 

HOT DISK TITLES 

BEST SELLERS / LOW PRICES 

• SUMMER GAMES BY EPYX $4.75 

• LEADERBOARD DOUBLE PACK $19.95 

• GUITAR WIZARD $14.95 

• BLAZING PADDLES (Graphics) $14.95 

• GHOSTBUSTERS $9.95 

• SEVEN CITIES OF GOLD $9.95 

• LORDS OF CONQUEST $9.95 

• ONE ON ONE BASKETBALL . . $9.95 

• RACING DESTRUCTION SET . . $9.95 
•VIDEO TITLE SHOP (64K) $14.95 

• CHESSMASTER 2000 $12.50 

• ALTERNATE REALITY THE CrTY $12.50 

• ALTERNATE REALITY DUNGEON $12.50 

• TOMAHAWK (64K) $12.50 

• PIN BALL CONSTRUCTION SET $12.50 
•221-B BAKER STREET (64K) $12.50 

• MUSIC STUDIO $12.50 

• MUSIC CONSTRUCTION SET . . $12.50 

• F-15 STRIKE EAGLE $14.95 

• TOP GUNNER COLLECTION . . . $14.95 

• SILENT SERVICE $14.95 

• KENNEDY APPROACH $14.95 

• • INFOCOM • • 

• WISHBRINGER $14.95 

• MOONMIST $14.95 

• SPELLBREAKER $14.95 

• SEA STALKER $9.95 

• HOLLYWOOD HIJINX $14.95 

• PLANETFALL $19.95 

• INFIDEL $14.95 

• LURKING HORROR $14.95 

•CUTTHROATS $14.95 

• BALLYHOO $14.95 

• SUSPENDED $14.95 

• WITNESS $14.95 

• HITCH HIKERS GUIDE $14.95 

• ZORK 1 $14.95 

• DEADUNE $19.95 

• FOOBUTSKY $12.50 

DISK BARGAINS 

• MOONSHUTTLE $4.95 

•SPIDERMAN $4.95 

• ULYSSES & THE GOLDEN FLEECE $4.95 

• HUMAN TORCH 8 THE THING .... $4.95 

• TECHNA-COLOR DREAM $4.95 

•ALIEN AMBUSH $4.95 

• REAR GUARD $4.95 

• ROCKET REPAIRMAN $4.95 

• SPEED KING $4.95 

•THE LAST V-8 $4.95 

• PATHFINDER $4.95 

•STRATOS $4.95 

• WOMBATS 1 $4.95 

• FREAKY FACTORY $4.95 

• ZORRO $9.95 

• CROSSCHECK $7.50 

• THE GAMBLER $7.50 

• MASTER CHESS Disk $5.00 

•LA. SWAT $7.50 



□sks-XL'sO<E's>80Cf 

SUMMER GAMES BY EPYX .... $4.75 
NEWSROOM (1050 or XF551-64K) $13.50 
CROSS COUNTRY ROAD RACE $12.50 

GHOSTBUSTERS Disk $9.95 

SEVEN CITIES OF GOLD $9.95 

RACING DESTRUCTION SET . . $9.95 

ONE ON ONE BASKET BALI $9.95 

LORDS OF CONQUEST $9.95 

LEADERBOARD Double Pack . . $19.95 

F-15 STRIKE EAGLE Disk $14.95 

TOP GUNNER COLLECTION . . . $14.95 

SILENTSERVICE Disk $14.95 

KENNEDY APPROACH Disk ... . $14.95 

NATO COMMANDER Disk $14.95 

S.A.T. MATH $17.95 

S A T. VERBAL $17.95 

VISICALC Spreadsheet $19.95 

FORT APOCALYPSE Disk $7.50 

ELECTRA-GUDE Disk $7.50 

MIND MAZES (Educational) $7.50 

FA Ml LY FINANCE Disk by Atari . . $9.95 
COUNTING & ADDING with Tink . . $9.95 

VIDEO VEGAS Poker & Slots $9.95 

ACTION BIKER $8.75 

KICK START $8.75 

MONEY TOOLS (Financial Utility). . $9.95 

DIG DUG Disk $9.95 

PUZZLE PANIC Disk by Epyx .... $9.95 

CEST'E LA VE Disk $9.95 

WOMPER STOMPER Disk $9.95 

OUN EMERALD (Jr., Adv.) $9.95 

MOVIE MAKER (Graphics) $9.95 

FINANCIAL COOKBOOK $9.95 

CYCLE KNIGHT $9.95 

SONGWRITER $9.95 

PREPP1E and PRE PRE II (2 GAMES) $9.95 

BUCKAROO BONZI $12.50 

W ARGAMES ( Based on the Movie) $12.50 
DAY AT THE RACES (Horse Race) $12.50 

CHESSMASTER 2000 $12.50 

PINBALL CONSTRUCTION SET $12.50 
TEDDY BEAR Rainy Day Games $12.50 

BRIDGE 4.0 $12.50 

PEGAMMON $12.50 

MUSIC STUDIO $12.50 

MUSIC CONSTRUCTION SET . . . $12.50 

HOTEL ALIEN $12.50 

FOOBLITSKY Disk / Board Game $12.50 
CASTLE WOLFENSTEIN Disk... $12.50 
BEYOND CASTLE WOLFENSTEIN $12.50 

TEMPLE OF APSHAI $12.50 

A LI -ANTS Disk $12.50 

MOUSE QUEST Disk (64K) $12.50 

ELECTRONIC DRUMMER Disk . . $12.50 

STOCK MARKET Game $12.50 

PIRATES OF THE BARBARY COAST $12.50 

NICKERBOCKERDisk $12.50 

BOULDER DASH Construction Set $12.50 
12 SCOTT ADAMS ADVENTURES $12.50 
GOLDEN OLDIES (4 Classic Games) $9.95 
MIND SHADOW Adventure 64K . . $14.95 
HACKER Adventure by Activision $12.50 

SEA STALKER Adventure $9.95 

CONFLICT IN VIETNAM $14.95 

DECISION IN THE DESERT $14.95 

CRUSADE IN EUROPE $14.95 

SPITFIRE ACE $14.95 

GUITAR WIZARD (Music Tutor) . . $14.95 
BLAZING PADDLES (Graphics) . . $14.95 

CUT 8 PASTE W.P. Disk $17.50 

A+ LEARN TO READ (6 Disk Sides) $19.95 

SCHEMATIC DESIGNER $24.95 

THE SCANALYZER $29.95 

Advanced Protection Techniques $24.95 

BASIC TURBOCHARGER $23.95 

YOUR ATARI COMES AUVE . . . $23.95 

SPARTADOS CONST. SET $27.50 

SPARTADOS Tool- Kit $27.50 

UK DATA PERFECT Database .. . SCALL 
PRINT SHOP $39.95 

SSI QUALITY SIMULATIONS 

SSI Rebel Charge at Chickamauga $14.95 

SSI SHILOH $14.95 

SSI THE ETERNAL DAGGER .... $14.95 
SSI BATTALION COMMANDER . . $14.95 

SSI PANZER GRENADIER $14.95 

SSI FIELD OF FIRE $14.95 

SSI WIZARDS CROWN $14.95 

SSI GEMSTONE WARRIOR $14.95 

SSI PHANTASIE II $19.95 

SSI WARSHIP $19.95 

SSI WARGAME CONSTRUCTION SET $14.95 

DATASOFT DISKS 

VIDEO TITLE SHOP 3 DISK BONUS PACK 
Contains VTS + 2 Companion Disks $14.95 
ALTERNATE REALITY (The City) $12.50 
ALTERNATE REALITY The Dungeon $12.50 

SARACEN Disk $9.95 

GUNSLINGER Disk (64K) $9.95 

TOMAHAWK Helicopter Game 64K $12.50 
THEATER EUROPE War Game.. $12.50 

BRUCE LEE Disk $12.50 

MERCENARY Disk $12.50 

MERCENARY 2ND CITY DISK . . $12.50 

THE GOONIES Disk $12.50 

CONAN Disk $12.50 

221-B BAKER STREET (64K) ... $12.50 
221-B BAKER ST. Case Library 1 $9.95 
221-B BAKER ST. Case Library 2 $9.95 
Napoiean in Russia (Boroolno 1812) $12.50 
l BISMARCK $12.50 



AMERICAN TECHNA-VISION 

Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Sales Office: 2098 Pike Ave., San Leandro, Ca. 94577 
Terms: NO MINIMUM ORDER. We accept money orders, personal checks or 
C.O.D.S. VISA, Master/Card okay. Credit cards restricted to orders over $18.50. No 
personal checks on C.O.D. - Shipping: $4.00 shipping and handling on orders under 
$150.00. Add $3.30 for C.O.D. orders. In Canada or P.R. total $7.00 for shipping 
and handling. Foreign shipping extra. Calif, residents include 7 1/4% sales tax. All 
products new and guaranteed. All sales final. Send S.A.S.E for free catalog. 

Prices subject to change wifxxrt notice. Atari is a reg. trademark erf Atari Corp. 



CALL TOLL FREE 
1-800-551-9995 

IN CALIF. OR OUTSIDE U.S. 
CALL 415-352-3787 
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COMPUTER SOFTWARE SERVICES 

P.O. BOX 17660, ROCHESTER, N.Y. 14617 
PHONE (716)586-5545 



$ 1 99»5 The "BLACK BOX"!® $ 1 99»5 



The Black Box is a device for your XL or 130XE computer that 
adds tremendous power to your 8-bit Atari. It has two buttons, 
two switches, and a set of dip switches visible from the outside. It 
plugs directly into the back of the 600XL. 800XL. and 130XE 
computers. Custom cases may be an optional expense. The 
Black Box performs three main tasks: interface to a SASI/SCSI bus 
device (hard disks). Parallel printer port, and a RS232 port. A 
fourth option, available soon, will be a floppy disk port, especially 
useful to XF-551 owners. The SASI/SCSI port provides the 
necessary signals for hooking up most common hard disks. You 
may partition your hard disk into as many drives as you wish; up 
to 9 can be accessed at at time. By pressing one of the buttons 
on the Black Box, you will enter the configuration menu, where 
you can re-assign drive numbers, etc. When you exit, you will be 
right back in the program you were running when the switch was 
pressed. Each hard disk can be write-protected. The Parallel 
Printer port will allow you to hook up any printer that uses the 
standard Centronics interface. As an option, you can use the 
computer's extra memory as a printer buffer, or order the Black 
Box with 64K of on-board RAM. You may assign printer number 
and line-feed options within the menu (for use with multiple 
printers). Another amazing feature of the Black Box is the built-in 
screen dump. By pressing a burton (on the box), the contents of 
your screen will be dumped to your printer (you can define text 
or graphics modes with a switch)! The RS232 port supplies the full 
RS232 spec signals for connection to a modem, or another 
machine (for null-modeming). The handler for the Black Box' s 
modem port is built in and takes up NO memory! The port 
handles rates up to TRUE 19.2K BAUD! A future upgrade for the 
Black Box is a floppy disk interface board. This will allow the 
addition of up to four 5.25" or 3.5" mixtures of floppy drives to be 
used with the system. The drives will act like standard 
single/enhanced/double density disk drives, but MUCH faster! All 
drives will be Super Archiver compatible, and support up to 2 
sides of 80 tracks. Along with this hardware upgrade will come 
software capable of reading, writing, and formatting disks in IBM's 
MS-DOS format and the Atari ST format, and allow you to transfer 
files between those disk formats and the Atari's format. In 
addition . a machine language monitor has been added to 
allow memory disassembly, memory/register changes, and more. 
The Price of the Black Box is $199.95 for the basic unit and $249.95 
with 64K of RAM (for printer spooler) plus $8 for S/H/l. An optional 
custom BLACK BOX case is available for $39.95 extra. The Black 
Box is a product of Computer Software Services.. .Not the Black 
Box Corporation! 

$19995 The "MULTIPLEXER"!® $199*5 

This device brings the power and flexibility of larger systems to 
your 8-bit. The Multiplexer is a device (actually a collection of 
modules) that allow up to 8 Ataris to read and write to the same 
drive (typically a hard disk), printer, and talk to each other. One 
"master" computer (any 8-bit) is equipped with the master 
Multiplexer interface. Then up to 8 "slave" computers can hook up 
to the master, each having their own slave interface. The 
"common" peripherals (things that are to be shared) are 
connected to the master computer. On each slave, all disk and 
printer I/O is routed through the master, so no drives are needed 
on them. The master computer can be configured in any manner 
you wish - you can for example have certain peripherals "local" to 
the slave, or routed to a different number on the master. Under 
development is a BBS system that will make full use of this device, 
allow ing up to 8 lines/users to be using the system at the same 
time! A mutiuser chat mode is a feature of this program, however, 
you do not NEED this program to run a BBS with the Multiplexer 
(but be warned that not all BBS programs will run concurrently). 
All slaves are independent, and do not need to have the same 
program running on them. This system is excellent for BBS SysOps. 
because you can be using your hard disk(s) while still running your 
BBS uninterrupted! Another example is in a classroom situation, or 
anywhere a disk needs to be shared by different people. This is 
an EXCELLENT programming/debugging tool as well! The 
Multiplexer price is $199.95 for a master and two slave units (plus 
$5 S/H/l). Additional slave units are $99.95 each. 

$2995 "XF551 ENHANCER!"© $2995 

The XF551 Atari drive is a fine product with one major flaw.. .It 
writes to side TWO of your floppy disks BACKWARDS. This causes 
read/write incompatibility problems with all other single sides 
drives made for Atari such as Indus, Trak, Rana, Percom, Astra, 
Atari 1050, Atari 810. etc. Add the XF551 ENHANCER to the new 
XF551 drive and your problems are over! This device will restore 
100% compatibility while retaining original design qualities of 
Atari s super new drive. The XF551 ENHANCER is a MUST for all 
XF551 Owners. Installation is simple. Only $29.95 plus $4 S/H/l. 

$9995 The "POWER PLUS"!© SSSS $9995 

(for800XL'S and 130XE'sonly) 

C.S.S. has made the "Power Plus"! memory upgrades available 
on an "unadvertised" basis to our regular patrons. These 
upgrades have become so popular we are now making them 
available to everyone! For those of you unfamiliar witlVPower 
Plus"! upgrade, it is the most COMPATABLE upgrade available for 
the 800XL or 130 XE. All other upgrade kits have some degree of 
INCOMPATABILITY with certain software programs. C.S.S. studied 
this problem and developed the POWER PLUS upgrade which, to 
the best of our knowledge, appears to be 100% compatible. To 
upgrade a 130XE to 320K is only $99.95. To upgrade an 800XL to 
320K is only $149.95 (circuitry from a 130XE is actually 
transplanted into the 800XL). Add $5 for S/H/l. 



DEALER/DISTRIBUTOR/USER GROUP Discount available call for info. 
PHONE orders • MASTER CARD, VISA MAIL • Money Orders. Checks 

•SHIPPING! Add $5 for Shipping/Handling/lnsurance within the U.S.A. 
UPS BLUE LABLE (2nd DAY AIR) available for $3 extra per shipment 

CALL TODAY! (716) 586-5545 COMPUTER SOFTWARE SERVICES 

9 am - 5pm (EST) WEEKDAYS P.O. Box 1 7660 

24 HR. BBS (7 1 6) 247-7 1 57 Rochester, N.Y. 1 46 1 7 




COMING SOON 



The "CARTRIDGE PORT EXPANDER"! Allows up to 6 cartridges 
(including stackable types) to be switched on/off while in the 
EXPANDER. "CPE" is an embelical cable and can be placed 
anywhere! The "SUPER E-BURNER"! Programs E-Proms up to 1 
MEG lightning fast! The "FLOPPY DRIVE CONTROLLER"! connects 
up to four 5 1/4" or 3 1/2" floppy drives to the Black Box. 
Increases read/write speed by 10 times faster! "HD BACKUP 
PRO!" Backs up hard drives to floppies, other HD's or possibly 
VCR's (with future product). Faster and more efficient than any 
other backup system! 



The new SUPER ARCHIVER, obsoletes all copying devices currently 
available for the ATARI 1050! It eliminates the need for Patches, PDB 
files, Computer Hardware, etc. Copies are exact duplicates of 
originals and will run on any drive; without exaggeration, the SUPER 
ARCHIVER is the most powerful PROGRAMMING/COPYING device 
available for the 1050! Installation consists of a plug-in chip and 6 
simple solder connections. Software included. Features are: 



• TRUE DOUBLE DENSITY 

• ULTRA-SPEED read/write 

• FULLY AUTOMATIC COPYING 

• SUPPORTS EXTRA MEMORY 

• SCREEN DUMP toprinter 

• TOGGLE HEX/DEC DISPLAY 

• SECTOR or TRACK TRACING 

• AUTOMATIC DIAGNOSTICS 

• DISPLAYS HIDDEN PROTECTION 

• ADJUSTABLE/CUSTOM 
SKEWING 

• AUTOMATIC SPEED 
COMPENSATION 

• AUTOMATIC/PROGRAMMABLE 
■ PHANTOM SECTOR MAKER 



• ARCHIVER/HAPPY ARCHIVER 

• COMPATIBLE 

• BUILT-IN EDITOR-reads, writes, 
displays up to 35 sectors/track snort 

• BUILT-IN CUSTOM FORMATTER 
up to 40 sectors/track 

• BUILT-IN DISASSEMBLER 

• BUILT-IN MAPPER-up to 42 
sectors/track 

• DISPLAYS/COPIES Double Density 
HEADERS 

• AUTOMATIC FORMAT LENGTH 
CORRECTION 

•SIMPLE INSTALLATION 



$9995 



The SUPER ARCHIVER is so POWERFUL that only programs we 
know that can't becopied are the newer ELECTRONIC ARTS and 
SYNFILE7SYNCALC (34 FULLsectors/track). If you want it ALL. ..buy 
the "BIT-WRITER"! also... then you'll be able to copy even these 
programs! Only $69.95 plus $5 S/H/l. 

JUST RELEASED 
$9995 The "SUPER ARCHIVER II"!® 

(for ATARI 1050 drives) 

NOW! COPIES all ENHANCED DENSITY programs plus retains all 
of the features of our World Famous SUPER ARCHIVER! (see 
above). Allows you to COPY or CREATE single or ENHANCED 
density protection schemes (including PHANTOM SECTORS!). 
Completely automatic; compatible with the BIT-WRITER I; the 
ULTIMATE BACKUP/PROGRAMMING device! Only $99.95 plus $4 
S/H/l. NOTICE! If you already own a SUPER ARCHIVER!, you can 
upgrade to a SUPER ARCHIVER II for only $29.95 plus $5 S/H/l 
(disk only-no additional hardware required). 

$6995 The "ULTRA SPEED PLUS"!© $69*5 

Imagine a universal XL/XE Operating System so easy to use that 
anyone can operate it instantly, yet so versatile and powerful that 
every Hacker, Programmer and Ramdisk owner will wonder how they 
ever got along without it! Ultra Speed Plus puts unbelievable speed 
and convenience at your fingertips. Use ANY DOS to place an 
ULTRA SPEED format on your disks, boot any drive (1-9) upon 
power-up, format your RAMDISK in Double Density, activate a built- 
in 400/800 OS for software compatibility, plus dozens of other 
features too numerous to mention! Below are just a FEW features 
you'll find in the amazing OS: 

• ULTRA SPEED SI0 lor • Built in RAMDISK • DOUBLE DENSITY 

most modilied drives configuration editor(V9 RAMDISK capable 

• ULTRA SPEED is • RAMDISK exactly • Entire MEMORY test 
toggleable duplicates floppy drive that pinpoints defective 

• Boot directly from so sector copying and RAM chip 
RAMDISK sector editing are now • Boot any drive (1-9) 

• Special timer circuits possible upon power-up or cold- 
not required for 1 or 2 • Built-in MINI Sector start 

Meg upgrades Copier • Supports memory 

• Background colors • Toggle SCREEN OFF upgrades up to TWO 
adjustable for up to 40% increase MEGABYTES 

• Reverse use of of processing speed • THREE Operating 
OPTION key • Toggle internal BASIC Systems in one 

• Cold-start without • Ram resident disk (XL/ VC 
memory loss loader program 

• Built-in tloppy/disk (MACH10 menu) 
configuration editor (1-9) 



$3995 



$3995 



The "RICHMANS'F 
80 Colum Word Processor 

Easy to use, very powerful, and NO ADDITIONAL HARDWARE 

required! Works with TV or Monitor! This "DISK ONLY" 80 Column 

Word-Processor is simple to use while offering numerous features 
such as: 

• Completely Menu driven • Insert and Delete 

• Self contained DOS • Search Mode 

• Complete Text formatting • View only mode 

• Built-in Printer Drivers • Memory Statistics 

• Page numbering • Alternate Output 

• Justify and Endtill • Change screen Colors, borders, 

• High speed Cursor luminesce 

• Spell Checker • Mouse compatible 

• 80 COLUMNS ON THE • XEP-80 Compatible 

One expert has compared 40 domestic and foreign word- 
processors and concluded that the RICHMANS 80 Column 
Word-Processor Is the best! Only $39.95 plus $5 S/H/l. (64K 
required). 



$7995 The "BIT-WRITER"!© $7995 

The Super Archiver "BIT-WRITER"! is capable of duplicating even the 
"uncopyable" EA and SYN series which employ 34 FULL sectors/track. 
The "BIT-WRITER"! is capable of reproducing these and FUTURE 
protection schemes of non-physically damaged disks. Simple 
installation... PLUG-IN circuit board and 4 simple solder connections. 
The "SUPER ARCHIVER" with the "BIT-WRITER"! is the ultimate 
PROGRAMMING/COPYING device for Atari 1050 s. EXACT 
DUPLICATES of originals are made! Copies run an ANY drive. Must be 
used with Super Archiver. Only $79.95 plus $5 S/H/l. 

$3995 The "QUINTOPUS"!© $3995 

The "QUINTOPUS"! is an inexpensive device that provides a 
tremendous amount of convenience while eliminating the problems 
associated with the endless "daisy-chaining" of peripherals (eg: drives, 
interfaces, printers, modems, cassettes, etc.). The "QUINTOPUS"! is 
an I/O port expander that converts a single I/O output/input into five 
additional outputs/inputs. Instead of daisy-chaining all your peripherals 
(which often times results in passing a signal through 30 feet or more 
of cable!), the "QUINTOPUS"! allows each device to be connected 
directly to the computers through only three or four feet of cable. This is 
particularly useful when attempting to use ULTRASPEED or 
WARPSPEED data transfer rates. The "QUINTOPUS"! also provides 
the "extra" I/O ports often needed to connect devices not having daisy- 
chaining capabilities. Cable resistance and compacitance are greatly 
reduced thereby significantly improving the opportunity of accurate 
data transfers! Only $39.95 plus $5 S/H/l. SIO cable is $5 extra if 
needed. 

$5995 The "QUINTOPUS"!© $5995 

(with SWITCHABLE PORTS!) 

This Deluxe version of the "QUINTOPUS!" has all of the above features 
with the additional benefits of two SWITCHABLE PORTS! This means 
you can connect two computers to one printer or two printers to one 
computer; you can switch in a computer/printer combination and while 
you're printing out a long document, switch in a second computer to 
access a modem, disk drive, cassette deck, etc! Switch multiple 
combinations of peripherals or computers without the hassle or re- 
arranging I/O cables. ..simply flip a switch! Only $59.95 plus $5 S/H/l. 
SIO cable is $5 extra if needed. 



HARD DRIVE SPECIALS 



COMPLETE Hard Drive Systems from C.S.S. include the BLACK BOX, 
power supply, logic board, controller. DOS, cables and assorted 
software! All systems are wired, preformatted and have sample 
programs on them. Simply take it out of the box, plug it in and 
BOOT.. ..no hassles! We currently stock 5 MEG to 80 MEG systems 
ranging from $399 to $895. Sizes range from 3 1/2 inch, 5 1/4 inch, to 8 
inch industrial quality. Call! 

ADAPTEC 4000A Controllers (upgraded) for an incredible $89.95! (Reg. 
$219). 

1 0 MEG Hard Drive Systems complete for $399.95! System is prewired, 
formatted and ready to boot! Very limited quantities. 

5 MEG removeable disk HARD DRIVE only - $99.95. 

SONY 3 1/2" 720K floppy for $69.95. 

720K XF551 conversion - includes SONY 3 1/2" drive,OS ROM, 
brackets, faceplate and cables for a "no solder" 2 minute installation 
with perfect fit. $99.95 



LIMITED SPECIALS 



These specials are available on a first come first served basis. Pre- 
owned items are in exceptionally clean condition and are in 
perfect operating order. All items are warrantied. Sorry ... no 
rainchecks. Order 5 or more items and we'ill pay the freight. 
These SPECIALS are for C.S.S. customers only - NO DEALER 
DISCOUNTS! Add $5 to order for S/H/l. normally limited 

SEECJAL 



1. 


130XE with 320K POWER PLUS 






$ 


250 




upgrade and Ultra Speed Plus installed 












(with power supply and cable) 










2. 


1050 DISK DRIVES with SUPER ARCHIVER II 








250 




and SILENCER installed (with 












power supply and cable) 










3. 


SUPER PILL (without case) 


$ 


80 


$ 


22 


4. 


ULTRA MENU/DOS 


$ 


30 


$ 


19 


5. 


DISKCRACKER (Newest version) 


$ 


50 


$ 


19 


6. 


ELECTRONIC PHANTOM SECTOR MAKER 


$ 


60 


$ 


35 


7. 


SILENCER 


$ 


30 


$ 


19 


8. 


BLACK PATCH (MASTER) 


$ 


50 


$ 


25 



REPAIRS 



For 24-48 hour repair service on Atari computers or drives, call our 
repair department at (716) 586-5545 day or night. All work is 
guaranteed. NO minimum estimate fees; if vou have two or 
more items for repair and don't want to spend any money .... 
send them to us and we'll use the parts from both defective 
items to make one good working unit at NO CHARGE ... we'll 
keep the other defective item for parts! 
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EDITORIAL 




Antic Wants Your 
Programs... Now! 



For our most recent issues, perhaps 30% of the type-in 
programs and disk bonus software we published were 
the best of new submissions that arrived after the previous Antic already 
went to press. 

In most categories, the Antic "bank" of good hobbyist-written Atari 8-bit 
programs is the lowest it has ever been. (Our biggest remaining "bank re- 
serves" are in games and disk bonus software — but we can definitely use 
more of these too.) 

Antic welcomes your submissions of all types of 8-bit Atari material, es- 
pecially programs — and most especially programs that are useful, friendly, 
practical applications with wide appeal and originality. We pay at least 
$200-$300 for an average-size type-in program or disk bonus, with accom- 
panying article. Payment is made at publication time, but these days there 
usually isn't much of a waiting period before we run your accepted work. 

Traditionally, Antic programs and articles have been written by enthusi- 
astic Atari hobbyists like you. If you've put some work into a good 8-bit 
program that you never quite got around to finishing, now's the time- to 
wrap up that final debugging and error trapping, and send a copy of your 
work to Antic. 

Also, your work will be welcome here if it was returned to you prior to 
publication by one of the former Atari magazines that went out of business. 
( At this time, Antic Publishing is producing the only U.S. magazines regular- 
ly covering Atari computers.) 

Beyond this, Antic is in the market to buy magazine-with-disk rights to 
commercial software that is no longer on the market. We would like to use 
the Antic Disk to bring back some of the best 8-bit commercial releases. 

There's nothing tricky about submitting a program to Antic. Just send 
your software and accompanying article on disk as well as in printout. 
Type-in programs must be in Atari BASIC, but a disk bonus can be in any 
language that has a runtime version. 

We'll examine your submissions as soon as possible. Any material we 
don't use will be returned if you enclose a stamped, self-addressed enve- 
lope. 



Nat Friedland 
Editor, Antic 
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Desperately Seeking RAM 

I recently bought a memory- 
upgraded 130XE. The store per- 
sonnel could give me little or no in- 
formation about the computer. 
Since then, I've been unable to get 
the information I need to properly 
utilize the upgrade. I even made 
contact with Dr. Brilliant, who 
wrote an article on memory up- 
grades for Antic {Dr. Brilliant's In- 
credible Atari Brain Transplants, 
November 1988.) I also tried using 
MyDOS 4.5 (advertised as being 
able to create RAMdisks with all 8- 
bit upgrades) to no avail. 

The upgrade is a professional- 
looking board that's about 4X5 
inches in size, and sits on top of 
the motherboard under the shield- 
ing. It shows the words "RAMpak 
XE Plus, Intellect Systems, Copy- 
right 1987, Made in USA, Rev B," 
and there appear to be 32 256K 
chips on it for a total of 1 
megabyte. There is a two-position 
switch on the back of the computer 
that disables BASIC in one position. 

If anyone know about this 
board, or better yet, can put me in 
touch with the manufacturer, please 
let me know. 

Jim Considine 

Los Angeles, CA 

Missing Sloop 

I have had a lot of fun using the 
songs from the Antic Sound Proces- 
sor (February/March 1990). I could 
not get the sample test run to work 
with D:SLOOPJB.ASP. I was able to 
use RPALMER.ASP, JACKSON.ASP 
and GBUSTERS.ASP. What hap- 
pened? 

Mike Gardner 

Antioch, CA 

Somehow, SLOOPJB.ASP didn 't 
make it onto the disk, even though 



we had written the instructions 
based on that particular sample. As 
you figured out, you can load and 
play the files that are on the disk by 
substituting their names for the 
missing file. — ANTIC ED 

XE Rules 

It's time that influential publica- 
tions such as Antic recognize that 
since 1985 the XE model computers 
have replaced the 800/400 and XL 
computers. Antic should refer to 
these Atari computers not as Atari 
8-bits, a confusing, arbitrary label, 
but as Atari XE's. I could even see 
changing the magazine's full name 
to Antic, The Atari XE Resource. 
I for one have been a proud and 
enthusiastic Atari XE user for nine 
years and will continue to be for 
years to come. 

Michael Current 

Mt. Pleasant^ MI 

Anything but arbitrary, the term 
8-bit describes how your computer 
hardware processes data — eight 
bits (one byte) at a time, as opposed 
to the sixteen bits an Atari ST works 
with. This is a standard term in the 
computer industry, used to refer to 
a class of computers. 

Besides, if we added XE to our 
name, we'd risk alienating all those 
users dedicated to other machines. 
Among others, the 800, 800XL and 
even the 1200XL have their ardent 
fans, even if they're no longer in 
production. — ANTIC ED 

Lonely Online 

I'm 15, and own an Atari 800XL 
and a 400. Until my grandfather 
started getting me your magazine 
and disk, I was having one heck of 
a time finding software and info on 
my computer. I've got a modem, 



and would love to find someone to 
talk to online. Do you have any 
lists of people who frequently use 
their modems? 

Adam Haynes 

Marion, IN 

Assuming you have a good 
telecommunications program, and 
depending on how much money 
you can afford to spend, there are 
various options open to you. Online 
services like CompuServe (800-848- 
8199 for voice information) and 
GEnie (800-638-9636) charge for 
their time, but they offer message 
bases, information and public do- 
main software for a wide range of 
interest groups, including 8-bit 
Atan users. Closer to home, you 're 
most likely to find people going on- 
line on an electronic bulletin board 
system (BBS). Check local computer 
stores and general computer 
newsletters for information on any 
such bulletin boards in your area. 
Thanks to the modem 's magic, you 
can participate on most boards, 
even if they're run on other kinds of 
computers. Then, once you hook up 
with other telecommunications 
buffs, chances are you'll be able to 
track down some local Atari users. 
If some long distance charges are 
acceptable, various Atari users 
groups around the country have 
their own BBSs. — ANTIC ED 

Beginners' Blues 

Over the last year, we've gotten 
an increasing number of calls from 
new Atari users with some very ba- 
sic questions about their computers. 
We've even had people who couldn 't 
figure out how to run the Antic 
Monthly Disk — an apparently sim- 
ple matter of putting the disk in 
drive 1 and turning the computer 
on, with BASIC. There's always a 
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HELP file on disk, but some people 
never even get that far. One prob- 
lem is that XUXE owners should 
NOT hold down [OPTION] when 
turning on the computer — the 
Atari BASIC "cartridge" is built into 
these computers, and holding down 
the [OPTION] key disables it. 

To help new users, we ran the 
First-Time Atari Users Handbook in 
the February, 1988 Antic. Back is- 
sues are still available — see our ad 
in this magazine, or call (800) 234- 
7001 for credit-card orders. 

Another excellent guide, Your 
Atari Computer by Lon Poole gives 
very helpful information about us- 
ing DOS, beginning BASIC pro- 
gramming, error messages, and 
more. It's so handy that we always 
keep it close at hand here in the An- 
tic offices. Some mail-order compa- 
nies still carry the book — check the 
ads in recent issues. The book can 
also be ordered direct from Os- 
borne/McGraiv-Hill, 2600 Tenth 
Street, Berkeley CA 94710. (ISBN 0- 
931988-65-9, $17.95. Credit card 
orders: (415) 548-2805 ) — ANTIC 
ED 



Banner Help! 

While looking through some 
back issues of Antic I came across 
the World's Shortest Banner Pro- 
gram in the December, 1988 Tech 
Tips. I tried typing it in, but can't 
get it to work. In particular, what is 
that funny plus-or-minus symbol in 
line 20? No matter what I type, I 
get an error message. 

Earl Johnston 

Port Angeles, WA 

That character was a mistake — 
our typesetter's equipment interpret- 
ed the ^ character as a plus-or- 
minus sign, and we didn 't catch the 
error in time. The character should 
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have been a caret, used here to 
raise two to the power of I. That sec- 
tion of code should read: 
BIN(I)=2AI — ANTIC ED 



PowerPad Probe 

I recently bought a used Power- 
Pad by Chalk Board, along with Mi- 
croMaestro. I've found this unique 
device interesting to use on my 
800XL. I'd be interested in ordering 
more software, and I'd also like to 
get information on how to read the 
PowerPad's input, so I can write 
my own software for it. Can you 
tell me if Chalk Board is still in 
business, and if so, how I can get 
in touch with them? 

Andy Floyd 

Minerva, OH 

We ran a review of the PowerPad 
in the September 1984 Antic . At 
that time, Chalk Board offered a 
Programmers Kit with extensive 
technical information. The compa- 
ny's long gone, but there might still 
be Programmers Kits around. 
Check with the mail order compa- 
nies that advertise in Antic, or try a 
local users group. If anyone knows 
of a source of software for the Pow- 
erPad, let us know! A 



Antic welcomes your feedback, 
but we regret that the large volume of 
mail makes, it impossible for the 
Editors to reply to everyone. Although 
we do respond to as much reader 
correspoyidence as time permits, our 
highest priority must be to publish 
I/O answers to questions that are 
meaningful to a substantial number 
of readers. 

Send Letters to: Antic I/O Board, 
544 Second Street, San Francisco, 
CA 94107. 
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FREE Catalog 



Only $3.00 per Disk 

Buy 5 Disks Get 1 FREE 
Buy 10 Disks Get 3 FREE 
Buy 15 Disks Get 5 FREE 
Buy 25 Disks Get 10 FREE 
Utilities 

#15 - DOS 4.0 

#42 - Turbo BASIC (Requires 64K) 
#45 - 130XE Utilities 

#46 - Menu Prgs, Scrunch 2, Quick Copy and more 

#60 - Turbo BASIC for 48K 

#62 - Graphic Operating System 

#68 - Translator/Emulator - 400/800 O.S. on Disk 

#73 - Turbo BASIC Documentation 

#75 - PACE Disk Labeler. Make your own disk labels 

#96 - Electronic Checkbook (Requires 128K) 

#103 - DISK BASE - Complete Disk Cataloging Prg 

#109 - MY DOS 4.5 with documentation 

#115 - Labeling Programs: Disk Labels, VCR Labels, 

Mailing Labels and more for Epson/Compatibles. 
#125 - Gradebook Program for teachers 
#126 - Mail Pro: Stores up to 700 names (Req. 64K) 
#127 - Car Help: Tracks car repairs, fuel economy. 
#128 - Astronomy Programs 
#129 - Ham Radio Utilities 
#142 - MACH DOS: Replacement for DOS 2.5 

For Your Printer 

#12/18/22/150/151/152/153 - Print Shop Graphics 
(Requires Print Shop) 
#19 - Print Shop Graphics and Utilities 
#25 - Icon Shop: Get more out of P. S. Graphics 
#74 - Daisy Dot: Near Letter Quality output from 

your Epson, Star or compatible printer 
#97 - Daisy Dot Fonts: for use with Daisy Dot (#74) 

Games 

#41 - Trivia Quiz: Includes 350 questions and an 

editor to make up your own questions. 
#64 - Star Lords: Interactive Strategy Game 
#81 - Wizard's Cottage - Text Adventure Game 
#89 - Jeopardy for 2 players 
#90 - Wheel of Fortune for 2 or 3 players (Req. 64K) 
#95 - Hidden Fortress II: Great Arcade Game 
#98 - Dune Text Adventure: Based on the Movie 
#107 - Hold'em Poker (Requires 64K) 
#135 - 130XE Strategic Baseball: Takes many 

statistics into play to make it one of the most 
realistic baseball game available. (Req. 128K) 
#136 - Sanctified Quest for Power: Similar to Ultima 
#157 - Three Strategy Games 
#158 - A Christmas Eve Nightmare 

Miscellaneous 

#88 - Paper Airplane Construction Set: Includes 
documentation. Epson/compatible printers 

#93 - Wizard Adventure Creator: Create your own 
adventure games from scratch. 
Not recommended for beginners 

#106 - Pixel Artist Deluxe V1.3: A complete drawing 
program. Includes many functions. 

#117 - Calorie and Nutrition Guide 

#124 - Word Builder: Comprehensive Spelling Tutor 
for children. Includes an editor to add new 
spelling words. Documentation included. 

#130 - DOS 2.5 Tutorial 

#155 - Geneology: Info about your family tree 



LytlX w/ California Games $179.95 | 
Additional Game Cards Also Available 



Order Toll Free 
(800) 347-6760 



BRE Software 

Dept. AN 

352 W. Bedford, Suite 104 
Fresno, CA 93711 

Visa/MC/Discover Card $15.00 Minimum. Phone 
Orders $20.00 Min. Shipping $3.00 Ground, $5.00 
2nd Day Air, Canada $3.50 Air Mail. COD Add $4.50 
(48 States Only). Calif, residents add 6.75% tax. For 
more information, order status or questions, please 
call our Customer Service Dept at (209) 432-3072. 



MasterCard 



NEW PRODUCTS 



THE SCOUTER, 
HOLIDAYS & EVENTS 

(PrintShop Graphics) 

PCS Software 

P.O. Box 18574 

Salt Lake City, UT 84118 

(801) 967-1037 

$14.95 each, 48K disk 

Expand your PrintShop graphics 
collection with these two sets from 
PCS Software. For all your Boy 
Scout activities, The Scouter fea- 
tures 120 graphics of Scouting and 
Indian lore. With these graphics, 
you'll always Be Prepared for Pack 
Meeting announcements, special 
occasions and activities calendars. 
In addition, you get two free disks 



with over 300 graphics of merit 
badges, awards, animals and more. 
Holidays and Special Events pre- 
sents 120 graphics with which to 
celebrate 36 different holidays and 
events, from New Year's Day to 
Christmas — with a specially 
creepy set of ghoulies for Hal- 
loween! 

SAVINGS AND LOAN 

(home finance) 
Carl Campbell 
4250 Rt. 307 E. #75 
Geneva, OH 44041 
$10, 48K disk 

Thinking of buying a new 
house, car or boat? Trying to de- 



cide on a savings plan for your 
child's college education, a dream 
vacation, or your retirement? With 
Savings and Loan you can analyze 
almost any type of loan or savings 
plan. In just seconds you can fig- 
ure out your monthly and yearly 
payments on a loan, and how 
much capital and interest would be 
paid off. See how long it would 
take you to double your savings, or 
see a yearly analysis for monthly 
deposits to an IRA, CD, savings ac- 
count or loan. A 



New Products notices are compiled 
by the Antic staff from information 
provided by the products' manufac- 
turers. 
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298 Fifth Ave., Suite 141, NY, NY 10001 

□ Please send me CYBORG WARRIOR 
for $19.95 

Please send me P/M Master for $19.95 

| Please give me the Bonus offer and send 
me CYBORG WARRIOR for $19.95 and 
P/M MASTER for only $9.95!! 

NAME 

ADDRESS 

CITY 



STATE, ZIP 



Quantity 



SubTotal 

New York residents add 8.25X sales tax 
Shipping & Handling 
TOTAL 



$2.50 




INTRODUCING TWO NEW SOFTWARE TITLES FROM MARCEL PROGRAMMING 

CYBORG WARRIOR~In this challenging action/adventure game, it is 
your mission to destroy all forms of hostile life and free the scientists that have 
been imprisoned by their own mutant creations! 

• "smart" alien life forms 

• adventure and arcade game play 

• Cyborg creation prior to game play 

• Cyborg save feature 

• multi player select 

• game save feature 

• multi level/multi screen 

• fine scrolling 

• hi-score save, and much, much more! 

only $19.95! 

P/M MASTER—Learn to use Player-Missile graphics like the pros! This 
disk is packed with machine language subroutines, macros, examples, pro- 
grams, and even a shape table that you can use for your own P/M data! 
Subroutines and Macros are all set to plug into your BASIC or Assembler pro- 
grams! (Also includes P/M Genie. Helps create new shapes.) 
onh $19.95! 



*BONUS OFFER!! 
Buy one software product and get the 
second one for $9.95!! 
Hurry, offer good while supplies last! 



To order , send money order or check 
to: 

MARCEL PROGRAMMING 
298 Fifth Ave., Suite 141 
New York, NY 10001 

^ y 
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GAME OF THE MONTH 



Type-In Software I 



Antic High Rollers 

Dice-throwing excitement combines luck with strategy 

By Frank Walters 




ILLUSTRATION BY WENDY JOHNSON 



Test your luck and your nerve with 
this high-rolling BASIC game of 
dice for two to eight players — 
only one joystick required! Runs 
on Atari 8-bit computers with at 
least 48K and a disk drive 



I first learned the dice game 
High Rollers when stationed 
overseas with the Air Force. 
Though fun and easy to 
learn, the game had one drawback. 
We had to keep score on a black- 
board, and with a large number of 
players it wasn't easy to track ev- 
eryone's score. I figured that High 
Rollers was a good candidate for 
conversion to a computer game, 
since the computer itself makes a 
great scorekeeper, easily displaying 
the running scores onscreen. 

Get Rolling 

Type in HIROLLER.BAS, Listing 
1, check it with TYPO II and SAVE 
a copy to disk before you RUN it. 

When you first RUN the game, 
you'll see the title screen and the 
program will ask if you want to see 
the Help screen for instructions. 
Then, you will be asked for the 
number of players. With four play- 
ers or less, I recommend that each 
player take two turns to make the 
game more interesting. Four players 
would enter [8] for the number of 
players, then type in each name 
twice in succession. This gives each 
player two chances to score in each 
round. 
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In High Rollers you roll three 
dice at a time, counting any points 
made until one player reaches ex- 
actly 3,000 points. The player with 
the dice can choose to keep rolling 
(and risk going bust with a point- 
less roll), or pass the dice to the 
next player. When you pass the 
dice, you add your current points 
to the bank, where you can't lose 
them. If you bust, you lose any 
points not in the bank. 

To play High Rollers on your 
Atari, you need to have a single 
joystick plugged into port 1. Push 
the joystick forward to roll the dice. 
Then, when you have enough 
points, press the joystick trigger to 
enter your points in the bank and 
"pass" the dice to the next player. 

You get 100 points for any ones 
you roll, 50 points for fives. You 
get an additional 1,000 points for 




FOR ATARI 400/800, XL 
and XE SERIES (8-BIT) 

SPECIAL PACKAGE DEAL! 

Summer Games, by EPYX (on diskette) and 
a box of 10 Memorex Diskettes $7.50 

Castle wolfenstein, by Muse (disk) . . . $7.50 
O-Bert, by Parker Bros, (cartridge) . . . $4.50 

Spider Eater, by Koala (disk) $3.50 

Home Filing Manager, by Atari (disk) . . $7.50 

Timewise, by Atari (disk) $7.50 

Memorex Diskettes, Box of 10 $2.50 

Atari Motherboards (New, Complete) . $4.50 

Atari 800 Power Supply Boards $4.50 

Other Atari Parts . . CHEAP! . . Call Now! 

FOR ATARI ST SERIES 

Amazon, by Telarium $6.50 

Perry Mason, by Telarium $6.50 

Crimson Clown, by Polarware $7.50 

Devon Aire, by EPYX $12.50 

Project Neptune, by EPYX $12.50 

H&D Base Database, by Mirage $7.50 

Hippo-C Compiler, by Haba $7.50 

4X Forth Prog Language, by Dragon . . $7.50 
Pro-Light Utility, by Eidersoft $5.00 

FREE CATALOG UPON REQUEST!! 

We Also Carry IBM, Commodore, 
Mac, Apple, Amiga, CP/M & More!!! 

TO ORDER, SEND CHECK OR MONEY ORDER TO: 

COMPSULT 

P.O. BOX 3233, SAN LUIS OBISPO, CA 93403-3233 

include 54.00 for Shipping & Handling. 
CA Residents Must include 6.25% Sales Tax. 
Questions?? Call 805-544-6616. 



three of a kind — any kind. If you 
roll three ones, for instance, you'd 
get 1,300 points for that roll. 

Reaching 3,000 points isn't as 
simple as it sounds. Before you 
can open your bank account, you 
must first roll a minimum of 500 
points. Once you have a bank 
acount established, you can pass 
your turn and bank your points 
with as few as 50 current points. 
You also have to reach 3,000 points 
exactly — if you go over, you bust, 
and the next player gets a turn. 

The computer randomly choses 
the first player, indicated onscreen 
with an arrow. Play then follows 
down the list of players. Prompts 
appear to tell players when to roll 
the dice, or when they have made 
an illegal move. When one player 
wins by reaching exactly 3,000 
points, the program presents three 
options — press [START] to play 
again with the same players, [SE- 
LECT] to enter different players, or 
[OPTION] to end the game and re- 
turn to BASIC. When you use the 
[START] option, a record is kept of 
the games won by each player. 

Figuring Odds 

Figuring the odds for this game 
depends on the permutations, or 
possible combinations, of the three 
dice. With six-sided dice, there are 
216 possible rolls (6x6x6). 
When you roll a bust, none of the 
dice can have a one or a five, and 
you can't have a triplet (three of a 
kind) of any of the other numbers 
(2,3,4,6). You have four chances in 
six of rolling any of these numbers 
on a single die. If you multiply the 
number of chances of rolling one 
of these numbers on one die (4), 
by the chances on the next (4) and 
on the third (4), you get the odds 
of rolling without a one or a five 
appearing. 4 x 4 x 4 = 64 chances 
in 216. 

These 64 chances include 
triplets, which must be subtracted. 
Each triplet is only one of the 216 



possible combinations of the dice, 
so we subtract 1 for each of the 
non-scoring numbers. (64 - 4 = 
60.) This means there are 60 ways 
to roll a non-scoring combination, 
out of 216 possible combinations. 
Your odds of scoring, then, are 156 
in 216 (216 - 60 = 156). 

All this presumes you have 1,700 
points or less. If you have more 
points, you add the chance of go- 
ing bust by exceeding 3,000 points. 
The closer your score gets to 3,000, 
the greater the chance of going 
bust before you get the points you 
need. For example, if you have 
2,950 points, the only roll you can 
use is a single five — any more 
points, and you'll bust by going 
over. 

Without boring you with arith- 
metic, a single five comes up 48 
out of 216 times. That leaves 168 
ways to bust. When playing for 
those last few hundred points, you 
want to avoid going over by in- 
creasing your chances to win in a 
single roll. Your chances are better 
(60 in 216) if you have 2900 points 
in the bank than if you have 2950 
points (48 in 21 6) because you can 
roll 100 points in two ways, not just 
one. (Two fives, or one ace.) 

Keep the odds in mind, and 
you'll win more consistently. How- 
ever, remember that odds are the 
downfall of all gamblers. They on- 
ly even things out over the long 
run. Over millions of rolls, the dice 
will follow the probabilities figured 
here, but in a single game luck still 
plays a major part. The most un- 
likely rolls can and will happen, 
even against the odds — but that's 
all part of the fun! A 
Listing on page 3 7 



Frank Walters is a retired AF 
fighter pilot living in Panama City, 
Florida. He has been running an 
Atari BBS for five years. His previ- 
ous programs for Antic include 
Lazy Loader (May 1985) and VCR 
Labelerfrom the May 1989 issue. 



10 



ANTIC, THE ATARI RESOURCE 



FEATURE APPLICATION Type-In Software 



Antic Music Transposer 

Instant key changes for any Antic Music Processor song 

By Joe Cabuk 



Want to sing along, but the song's just 
not in your key? Now you can easily 
change the key or range of songs 
entered in the Antic Music Processor 
with Transposer and Shifter, two 
BASIC utility programs for the ever- 
popular AMP. These programs run on 
Atari 8-bit computers with at least 48K 
memory and disk drive. 



I have really enjoyed using 
Antic Music Processor 
(AMP), the Super Disk 
Bonus program by Steven 
Lashower from the December 1988 
and June 1989 issues of Antic. En- 
tering songs in AMP is very easy, 
and since the program first came 
out I have stored many of my fa- 
vorite tunes on disk. 

Once you've entered a song, you 
can easily change the tempo or vol- 
ume at which the song plays, but to 
change the key or pitch you'd es- 
sentially have to re-enter the song 
note by note. After using the Music 
Processor for a while, I decided to 
see if I could build a program to 
transpose the songs into new keys. 
Since the keys in music are all rela- 
tive to each other, and the notes 
follow fixed patterns, I figured this 
task should be easy for the comput- 
er. Well, after some study in a few 
music texts, I was able to devise a 
scheme for transposing on the com- 
puter. The result was two pro- 
grams, Transposer and Shifter. 
Transposer changes a song's key, 
while Shifter moves the pitch up or 
down an octave. Using these two 
tools, you can easily change the 
key or range of your AMP songs — 
for a more pleasing sound, or to 
put a song in the perfect range for 
a sing-along. 

Getting Started 

For the Transposer, type in List- 



in- 1, TRANSPOZ.BAS, check it 
with TYPO II, and SAVE a copy to 
disk before you RUN it. For the oc- 
tave Shifter, type in Listing 2, 
SHIFTER. B AS, check it with TYPO 
II, and SAVE a copy to disk. 

When you RUN Transposer, it 
prompts you for the filename of the 
song you wish to transpose. Then, 
follow the prompts to transpose 
your song. You won't need any 
more musical knowledge than is 
necessaiy to enter the songs into 
AMP, but you do need to know 
how many sharps or flats are in the 
current key of the song to be trans- 
posed. (To find the old key, load 
the song into AMP and look at the 
song in the Editor. The KEY indi- 
cator at the bottom of the screen 



notes the number of sharps or 
flats.) You can enter sharps as ei- 
ther # or S, flats as either b or F. 

Loading and transposing a song 
can take a long time, so be patient. 
Then, after transposing the song, 
SAVE the new version. Be sure to 
use a new filename. I use the key 
as a filename extension, e.g. 
D:COMESAIL.C, to keep each ver- 
sion clearly identified. Now you 
can run AMP as usual, and proceed 
normally to load and play the trans- 
posed music. 

If you find the song is pitched 
considerably too high or low, you 
can use the Shifter to move the 
tune up or down an octave. The 
Shifter works very much like the 
Transposer. RUN Shifter, then fol- 
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low the prompts, and SAVE the 
shifted version. Again, I like to use 
extenders to keep the different ver- 
sions straight. For shifted songs, I 
use "UP" or "DN", in addition to the 
key, as in D:COMESAIL.CDN. 

Cracking the Code 

Once I'd researched the musical- 
ly technical problems of transposi- 
tion music, the problem was to get 
the program to identify the notes 
stored by AMP. I used AtariWriter 
to pull a few song files onto the 
computer screen so I could look at 
the storage format. In the past, this 
technique has helped me learn 
how other programmers have 
stored data. Unfortunately, it didn't 
help much with AMP — all I got 
was a screen full of jumbled char- 
acters. (I later learned this was 
caused by the presence of "control 
characters" for up-down-left-right.) 

Next, I tried having the comput- 
er print out the ASCII characters for 
the data stored in the AMP song 
files. BINGO! Using this tech- 
nique, I was able to locate the be- 
ginning and end of each voice, and 
the key-signature data. Steven 
Lashower had used the ASCII char- 
acters from zero through 64 to store 
the musical notes from C in the first 
octave through F in the sixth oc- 
tave. In addition, he uses the letter 
T for rests and Y for lyric advances. 

Each note, rest, and lyric ad- 
vance is stored in groups of three 
characters (each voice ends with 
three ASCII 255s). The actual note 
is the first item in each group of 
three characters. The other two 
characters in each group contain 
the note duration, and other infor- 
mation which does not change dur- 
ing the process of transposing a 
song. 

Armed with this information, I 
wrote Transposer, which will cor- 
rectly change the key of any AMP 
song. Then, I decided that I need- 
ed to be able to ensure that the 
transposed song would be centered 

12 



on an octave which is pleasing to 
the ear, or easy to use for sing- 
alongs. 

The Octave Shifter was an easy 
program to write. To change the 
octave, all the program had to do 
was shift the notes up or down by 
twelve steps per octave. I consid- 
ered combining the two programs, 
or revising the Transposer so it 
would "center" each song around 
middle-C, but decided to leave the 
two separate so Antic readers can 
make their own improvements. 

Program Take-Apart 

Since both programs work with 
AMP song files, they share a num- 
ber of program lines. For very long 
songs, you may need to reserve 
more memory in line 60 for the 
string MU$. (If your computer has 
too little memory, you can also re- 
duce the amount of memory re- 
quired by making MU$ smaller.) 
You can estimate the memory 
needed by taking the number of 
disk sectors used by the stored 
song and multiplying this number 
by 130. For a song filling 100 disk 
sectors you'd change the DIM state- 
ment for MU$ to 13000, for exam- 
ple. 

In lines 130-260 the program 
gets the song file from your disk 
and stores the music characters in 
the string MU$. The End-of-File er- 
ror tells the program when the en- 
tire song has been stored in MU$. 

Lines 550-680 do the transpos- 
ing. If a note is shifted to a value 
less than zero or more than 64, the 
program adds or subtracts twelve to 
keep all notes in the correct musi- 
cal range for AMP. Notes that were 
originally at the extreme ends of 
AMP's range won't get lost, but may 
shift up or down an octave in rela- 
tion to the rest of the tune. 

NOTE: Transposer cannot cor- 
rectly transpose data groups stored 
using the AMP NOTE command. If 
you transpose a song with such 
NOTEs, you will need to load the 



song into AMP and correct the 
NOTEs in the AMP editor. A 
Listing on page 38 

Joe Cabuk is a retired Air Force 
officer, living in Oak Ridge, 
Louisiana. He has owned Atari 
computers since 1984 and taught 
himself to program. This is his first 
article in Antic . 
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SPECIAL DISK BONUS: 
FOUR AMP SONGS 

For your musical entertain- 
ment, and to go with the Trans- 
poser and Shifter programs in 
this issue, we've included four 
Antic Music Processor (AMP) 
song files on disk. Transposer 
author Joe Cabuk sent in 
TRACES.AMP, a shorter song 
complete with lyrics that makes 
a good test file for the Trans- 
poser program. Peter Fries of 
Piano, Texas wrote 
BOLERO.AMP, which was a 
runner-up in our AMP song 
contest. Though we an- 
nounced the winners back in 
the June 1989 issue, the size of 
the song (almost five minutes 
of music!) made it hard to fit 
on disk until now. JEDI.AMP 
brings a popular sci-fi theme to 
your Atari. Rounding out the 
disk, you'll find a familiar bal- 
lad, complete with lyrics on 
side B — ELEANOR.AMP. 

You can modify any of these 
song files using the programs 
TRANSPOZ.BAS and 
SHIFTER.BAS, also on disk. 
However, to see your results — 
and hear the songs — you must 
have our popular Antic Music 
Processor program, which ap- 
peared in the June 1989 issue 
of Antic. From the AMP main 
menu you can Load your 
songs, then press [P] to play 
them back, or press [E] to see 
the notes in the editor. 
— 



EXTRA DISK BONUS 



Type-In Software 



Space Station 
Multiplication 

Flashy animation on disk bonus, or easy type-in version 

By Bob Follett 

Head for outer space to brush up on your times tables 
with Space Station Multiplication, an educational 
BASIC game with some spectacular high-tech graphics 
— especially on the disk bonus version. There's also a 
type-in version that's shorter and has no animation. 
Either version runs on Atari 8-bit computers with at 
least 48K memory and a disk drive. 



Well, you can't say 
you weren't 
warned. Your fa- 
ther always told 
you not to cross through that 
sector of the galaxy. The gas 
station attendant even warned 
you that $2.37 worth of gas 
wasn't going to get you home 
even if you took that short cut. 

Now you're low on fuel, and 
deep in dangerous Divisoron ter- 
ritory. The Divisorons refuse to 
study. Instead, they steal all 
their technology and they'd love 
to get their hands on your ship. 




Fortunately, there's an Earth out- 
post in the neighborhood — 
Space Station Multiplication, 
manned exclusively by robots. 
To keep the Divisorons from us- 
ing the station, a unique security 



system has been devised that 
takes advantage of the Divi- 
sorons' greatest weakness — 
they never learn their times ta- 
bles. 

Before any vessel docks with 
the station it must answer 12 
multiplication problems. If you 
get less than eight answers right, 
the robots will ignore you, think- 
ing that you must be a Divi- 
soron. If you get eight to 10 
correct answers, the robots will 
still deny you access, but just in 
case you're human they'll put on 
a little show of flashing lights. 
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Fill in coupon and mail to: 
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P. 0. Box 536 
Mt. Morris, IL 61054 
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Get 11 correct answers, and 
they'll allow you to dock your 
ship's shuttle craft. However, 
you'll be kept in protective cus- 
tody until a maintenance ship 
comes by, and someone 
confirms that you are human. 
(Don't worry, these ships show 
up every six months or so.) On- 
ly if you get all 12 questions 
right will you be allowed to 
dock, load up with fuel, and re- 
turn to your ship. 

Getting Started 

On this issue's Antic H)isk, 
Space Station Multiplication 
consists of two files, MULTI.BAS 
and MULTI.PIC. The first is the 
actual BASIC program, which 
you can run directly from the 
Antic Disk Menu. The second 
file is used by the first, and 
contains pictures of the ship's 
view screen and shuttle docking, 
a keyboard decoder table and a 
machine-language display 
program to flip through the 
docking sequence. You cannot 
RUN this file separately. Also, to 
RUN MULTI.BAS from BASIC, 
you must have the file 
MULTI.PIC on the disk in drive 
1. 

The program and graphics 
had to be simplified somewhat 
for the type-in version, which 
has only one listing. Type in 
Listing 1, MULTI.BAS, check it 
with TYPO II and SAVE a copy 
to disk. When you RUN this 
version, you'll still see a slick 
space station and its flashing 
light show, but the docking 
sequence has been eliminated. 

When the program begins, a 
menu screen appears. Use 
[SELECT] to pick a specific 
multiplication table from two to 
12, or a MIX of multiplication 
problems. Press [OPTION] to 



choose a skill level. At the 
lowest levels, problems are 
given in numeric order — 2 X 
1, 2X2, 2X3, and so on — 
with plenty of time to type the 
answers. Starting with level four, 
the problems come in random 
order. To help students improve 
their speed, the higher levels 
allow shorter time limits for each 
problem. 

Once you've set all your 
options, press [START] to begin 
the quiz. You'll find yourself on 
the bridge of your spaceship, 
looking out the viewscreen at 
the space station. Each problem 
appears on the side of the ship. 
Use the number keys from 0 to 9 
to enter your answers, and if you 
make a mistake use the 
[DELETE] key to correct your 
answer. Press [RETURN] when 
you're done. 

If you answer correctly, 
station emits a high-pitched 
beep. Answer incorrectly, or fail 
to press [RETURN] before time is 
up, and you'll get a buzzer. 
Press [M] to quit the current set 
of problems and return to the 
menu screen. 

Once you answer a complete 
set of 12 problems, the program 
displays the problems missed 
with the correct answers. You 
can then press [START] to see the 
space station's flashy reaction to 
your score — if you rated one. 
To skip the special effects, you 
can simply press [OPTION] to 
return to the options screen. A 
Listing on page 39 



Bob Follett is a computer 
science major living in Billerica, 
MA. A member of the Fort 
Devens Computer Club, he's been 
using his 8-bit Atari for five 
years. 
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BONUS GAME 



Type-In Software 



Collapsing Deck 

Solitaire game that's simple to play, but tough to win 

By Allen Miller 



Last fall a friend showed 
me a public domain game 
on a PC-compatible. He 
was fascinated by it, and 
wondered if it was available for his 
Commodore. I didn't know about 
the Commodore, but decided to try 
duplicating the game on my Atari. 
Thus, Collapsing Deck for the 8-bit 
Atari was born. I wrote the game 
in Atari BASIC — and gave my 
friend a copy to translate into Com- 
modore BASIC. 

This solitaire game is played 
with a standard 52-card deck, the 
object is to spread out a deck of 52 
cards and then reduce the spread 
to one stack. When you find cards 
with matching suits or face values, 
either next to each other or three 
places apart, you move the back 
card on top of its match. It's not 
easy — I've only succeeded once. 
Fortunately, the rules are simple, 
and the program keeps a menu on- 
screen to help you remember the 
moves. 

Getting Started 

Type in COLLDECK.BAS, Listing 
1, check it with TYPO II and SAVE 
a copy to disk before you RUN the 
game. 

The computer first shuffles the 
cards, exposes two cards, and 



Match suits and numbers in this 
unusual game of solitaire. The rules 
are simple, but you'll find that 
winning is a challenge. This BASIC 
program will run on any 8-bit Atari 
with at least 48K and a disk drive 



places the cursor under the last 
card. You then choose from the 
Command Menu at the bottom of 
the screen: 

1 BACK ONE — Match the 
card above the cursor with the one 
to the left. 

3 BACK THREE — Match the 
card above the cursor with the third 
card to the left. 

N NEXT CARD — Expose the 
next card from the deck. 

A ALL CARDS — Expose all 
cards from the deck. 

E END GAME — Stop play and 
show score. 

L LAST CARD — Move cursor 
to the last card exposed. 

< MOVE LEFT — Move cursor 
one space left. 

> MOVE RIGHT — Move cur- 
sor one space right. 



In addition, the display shows 
you the number of cards left unex- 
posed in the deck. 

Once you've gotten the deck 
collapsed down as far as you think 
it will go, press [E] to end the game 
and see your score. If you have a 
play left, the program tells you to 
check your cards and returns you 
to the game. If there are no more 
plays, the computer will tell you 
how you did, and offer to play 



again. 



Listing on page 41 



An "eight-bitter" since 1983, 
Allen Miller is over forty and a 
manager in a maintenance depart- 
ment for an industrial plant near 
Cincinnati. He has an MBA and a 
BS in Physics (which he earned 
B.C. — "Before Calculators"). 
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M\KIWKtim m ATAM XEP 
$49! 



• 80 COUJMN EDITING 

• EDfTABl,E PRINTER DRIVER 

• 30,000 WORD DICTIONARY 

• MAIL MERGE 

• ON 5X DISKETTE 



CONNECTS TO AN Y COMPOSITE 
MONITOR 
80 COL DISPLAY 
PRINTER INTEREACE 



$79 



$14.95 



• Financial Reports 

• Profit, Loss Statement 

• Accounts Payable 

• Accounts Receivable 

• And Many other Features! 





COLOR 

PRINTER 

PLOTTER 



COMPLETE WITH: 

• 2 PEN SETS 

• 1 ROLL PAPER 

• POWER SUPPLY & CABLE 



© S14.95 



EXTRA PEN SETS 

COLOR $3.98 BLACK $.89 



1025 

DOT MATRIX 

PRINTER 



i 



$69 



800 

COMPUTER 

48K MEMORY 



. Q 



$49 



DISK DWVIS FOR 
800/XL/XK 

iTARI 810* SSSD $129.00 
ATARI 1050* SSED $179.00 
ATARI XF551DSDD $199.00 

•RECONDITIONED 




T>vi 1*1 j:Tr, wniT 

POWER SUPPIY 
I/O CABLE 
DOS W/ MANUAL 



jar- 
$35 



the mm 

LIGHT GUN 

FOR YOUR 800/XL/XE 



OR THE PACKAGE 
light gun trt -< r\ t\ 

CR1MF. BUSTP.RS IS I I I *J 

crossbow ivy 

BARNYARD BIASTTR 



JOYSTICK EXT. CABLES 10' $2.95 
MONITOR CABLE (GOLD PLT) $4.95 
BEST JOYSTICK $4.95 
WICO COMMAND JOYSTICK $19.95 
W1CO T\ IE BOSS JOYSTICK $19.95 
ATARI TRACKBALLS $9.95 
ATARI SX212 MODEM $79.95 
De Re ATARI BOOK $7.95 
DOS 2.5 W/ MANUAL $4.95 
600XL (NO Transformer) $19.95 
400,800,850,1200XL Transferror $14.95 
XL/XE Transformer $24.95 



&mt Joystick j[ 

$4.95"* 



BASIC CARTRIDGE 


$4.95 


QJX 


$4.95 


PAC-MAN (no box) 


$4.95 


DONKEY KONG (no box) 


$4.95 


E.T (no box) 


$4.95 


MISSILE 




COMMAND (no box) 


$4.95 


GORF (400,800) 


$4.95 


CHICKEN 


$4.95 


SLIME (400,800) 


$4.95 


CLAIM JUMPER 


$4.95 


DEIXJXE INVADERS 


$4.95 


JOURNEY TO THE 




P1j\NETS 


$4.95 


STAR RAIDERS 


$4.95 


DEFENDER 


$4.95 



CARTRTOBS Wm TOE $$/XMW 











ARCIION 


$19.95 


FACEMAKER 


$4.95 


JUNGLE HUNT 


$19.95 


KARATEKA 


$19.95 


MATII ENCOUNTER 


$4.95 


MOON PATROL 


$19.95 


CIIOPLIFTER 


$19.95 


DANCE FANTASY 


$8.95 


BATTI^ZONE 


$19.95 


GATO 


$24.95 


LOGIC LEVELS 


$8.95 


FOOD FIGHT 


$19.95 


ACE OF ACES 


$24.95 


MEMORY MANOR 


$8.95 


HARDBALL 


$19.95 


LODE RUNNER 


$24.95 


LINKING IX)GIC 


$8.95 


FIGHT NIGHT 


$19.95 


BARNYARD 




DELTA DRAWING 


$9.95 


ONE ON ONE 




BLASTER (LG) 


$24.95 


DIG DUG 


$14.95 


BASKETBALL 


$19.95 


DARK CI IAMBERS 


$29.95 


MILUPEDE 


$14.95 


DESERT EALCON 


$19.95 


AIR BALL 


$29.95 


SKY WRITER 


$14.95 


NECROMANCER 


$19.95 


SUMMER GAMES 


$29.95 


FOOTBALL 


$14.95 


RESCUE ON FRACTAIJJS 


$19.95 


CROSSBOW (LG) 


$29.95 


TENNIS 


$19.95 


BALLBLAZER 


$19.95 


EAGLES NEST 


$29.95 


FINAL IJ-GACY 


$19.95 


BLUE MAX 


$19.95 


CRIME BUSTERS (1X3) 


$29.95 


MARIO BROS (XL/XE) 


$19.95 


STAR RAIDERS II 


$19.95 


MJCROFILER (database) 


$39.95 


DONKEY KONG JR 


$19.95 


DAVID'S MIDNIGHT MAGIC $19.95 







DAVID'S MIDNIGI IT MAGIC 


$4.95 


NATO COMMANDER 


$4.95 


ALIEN AMBUSH 


$4.95 


SPir>ERMAN 


$4.95 


CROSSCHECK 


$4.95 


DROPZONE 


$4.95 


CRYSTAL RAIDERS 


$4.95 


MISSION ASTEROID 


$4.95 


JAWBREAKER 


$7.95 


REPTON 


$4.95 


PREPPIE1 


$4.95 


SUMMER GAMES 


$7.95 


BANDITS (48K 400,800) 


$4.95 


THE COUNT 


$4.95 


HEY DIDDLE DIDDLE 


$9.95 


CLAIM JUMPER 


$4.95 


SECRET MISSION 


$4.95 


SPY VS SPY 


$9.95 


DECISION IN THE DESERT 


$4.95 


VOODOO CASTLE 


$4.95 


TOP GUNNER COLLECTION 


CRUSADE IN EUROPE 


$4.95 


STRANGE ODYSSEY 


$4.95 


(3 GAMES) 


$9.95 


KENNEDY APPROACH 


$4.95 


SOLAR STAR 


$4.95 


SII JCON DREAMS(1050) 


$9.95 


CONFLICT IN VIETNAM 


$4.95 


HULK 


$4.95 


JEWELS of DARKNESS(1050) $9.95 



SIli-NT SERVICE 


$9.95 


DISPATCI 1 RIDER 


$9.95 


SILICON DREAMS 


$9.95 


F-15 STRIKE EAGLE 


$9.95 


TIIENEWSROOM(1050-64K) $15.00 


BOOKKEEPER 




W/ num keypad 


$14.95 


BOOKKEEPER (Only) 


$9.95 


HOME ACCOUTANT 


$29.95 



An Educatioml Bml 

CBS Linear Equations 
CBS Fractions: X * 
Math Encounter 



$4.95 

each 



NUMERIC 
KEYPAD 
W/Software 





Built In: Lotus Comp. P^^^^^^^v, 
Spread Sheet, Appointment ^^^^^^i=^ 
Calendar w/Alarms, Text Processor, Database 
w/Dialer, Calculator, IBM Dos Compatible! 

The Size of a Video _ ^ __ 

Ah.^, ° n| y S347 

Printcr/Xfer Interface $49.95 RamCard 64K $99.95 
Serial Interface $79.95 RamCard 128K $199.95 

RAMCard 32K $79.95 



Tim NmsMQM® I 

Design, A 
create and 
print your 
own news- 
papers! 



$15 



J Gi*>hic Hi loin 
►Uy be u.evJ with moU v+iJtri 
loioUcr. cxrrvt AUii 8 SO 



pit- 



flat raw mm 
mimm 

C.O.D. S are $10.00 

ON ALL GROUND ORDERS IN THE 
CONTINENTAL U.S. ** 




1 



blank mm 
smcmi 



3.5 BULK PACKS WITH LABELS 

199 25-$24.75 1000-$750.00 



mm9m w$mms 



Z-Ram3-D 2/4Meg $149.95 

NEW WORLD UPGRADE 2/4Meg $139.95 
ARCO BOARD l/2/4Meg $169.95 

JRI SIMM Upgrade l/2/4Meg $139.95 




mm 

520STFM & Software $399 

Mega 2 ST & Software $1199 
Mega 4 ST & Software $1699 

Included With Every ST Purchase! 

Art & Film Director. Sub Battle. Death Sword. Battle 
.Ship. Chann>. Wrestling. Dive Bomber, Final Assault, 
Metrocross. World Games, Impossible Mission, 
Jinxter, Tourer Toppler. Golden Hath*. Sentry. 
Starglider. Tracker*. The Pawn, Advanced Art Studio, 
Guild of Thieves. Knight Ore 



immmdi $49 



Reg. $199.95 



HARM&RE ITCM& 


JRI GENLOCK SYSTEM 


$650 


ST/IME MODULE 




Battery Backed up Clock 


$59 


Migraph Hand Scanner 


$499 


R/C Aerochopper Simulator 


$199 


Turbol6 by Fast Technology 


$299 


Moniterm Monitor 19" Display 


$2099 


Cordless Mouse 


$129 



FAX US YOUR ORDER* 

FOR FASTER SERVICE PLEASE INCLUDE: 

VISA / MASTERCARD 
ORDERS ONLY 



• NAME 

• BILL TO ADDRESS 

• SHIP TO ADDRESS 

• PHONE rt 

• ITEMS) YOU WISH 
TO PURCI IASE 



CARD ADDRESS MUST MATCI I 
BILL TO ADDRESS 




>.J & 



Golden Path* 


99c 


Mission Impossible 


$19.95 


Tracker* 


$1.95 


Axe of Rage 


$19.95 


Champion Wrestling 


$9.95 


Devon Aire 


$19.95 


Final Assault 


$9.95 


Space Station 




Battleship 


$9.95 


Oblivion 


$19.95 


Knight Ore 


$9.95 


World Games 


$19.95 


Advanced Art Studio 


$9.95 


Karate 


$19.95 


Guild of Thieves 


$9.95 


California Games 


$19.95 


The Pawn 


$9.95 


The Games (Winter) 


$19.95 


Jinxter 


$9.95 


Boulder Dash 


$19.95 


Sentry 


$9.95 


Dive Bomber 


$19.95 


StarGlidcr 


$9.95 


Metrocross 


$19.95 


Soccer 


$14.95 


Techno-Cop 


$19.95 


Zero Gravity 


$14.95 


Art & Film Director 


$19.95 


Tctra Quest 


$14.95 


Carrier Command 


$19.95 


Universal Military 




Hit Disk(4 Games) 


$19.95 


Simulator 


$14.95 


Goldrunncr II 


$19.95 


Sub Battle 


$14.95 


Paint Pro 


$19.95 


Tower Toppler 


$14.95 


Data Trieve 


$19.95 


Winter Games 


$19.95 






Death Sword 


$19.95 


* Works with TOS 1.0 only! 



BEST 
MOISE 



REPLACEMENT 
MOUSE FOR THE ST! 




S49 





m 


PC DITTO II 


$Call 


PC SPEED 


$399 


MAGIC SAC PLUS 




w/Roms 


$79.95 


SPECTRE 128 


$169.95 


SPECTRE GCR 


$299.95 


MAC ROMS 64K 


$19.95 


MAC ROMS 128K 


$149.95 



SAN JOSE COMPUTER 

THE ATARI STORE 

640 BLOSSOM HILL RD. SAN JOSE, CA 95123 
STORE (408) 224-8575 • FAX (408) 224-8574 



•* SIIIIMMNU: ADD $5.00 POR PREPAID ORDERS, OR $10.00 POR COD ORDERS. AIR AND INTERNATIONAL 
SHIPPING EXTRA. NO COD POR INTERNATIONAL ORDERS, THAT'S IT. 

PRUBWMKNIi USE VISA, MASTERCARD, MONEY ORDER, CASHIER'S CHECK OR PERSONAL CHECK. 
PERSONAL CHECK MUST CI .EAR PRIOR TO SHIPMENT C.O.D.: CASH, CASHIER'S CHECK OR MO. ONLY 

WARRANTY: 90 DAY WARRANTY ON ALL ITEMS. IAX: CALIFORNIA RESIDENTS ADD 7% SALES TAX. 

Prices subject to change without notice. 

Brand and/for product names are trademarks or registered trademarks of their respective holders. 

Ad produced on an ATARI ST using CALAMUS and printed on an ATARI SLM804 PostScript compatible laser printer. 



Speed up your 
programs and 
streamline your 
code with these 
tips and hints for 
intermediate 
(and advanced 
beginner) BASIC 
programmers. 

By Greg Vozzo 



BASIC 

SPEEDUPS 
CLEANUPS 

& MEMORY 
BOOSTERS 

Tips and tricks (some fairly drastic) for 
turbocharging your programs 



Atari BASIC (Beginner's All- 
Purpose Symbolic Instruc- 
tion Code) is perhaps the 
most well-known and 
easy-to-use language available for 
the Atari. Its advantages include a 
versatile math package, English- 
related commands such as PRINT, 
GOTO, and REM, and good sup- 
port of many external peripheral 
devices (disk drives, printers, moni- 
tors, etc.). For XL and XE owners, 
it has the distinct advantage of be- 
ing built right into the computer. 
However, it has two notable disad- 
vantages— it's slow, and programs 
take up a lot of space in memory. 
For many large projects, Atari BA- 
SIC is not the ideal language to 
work with. Still, there are ways to 
get programs to run faster and take 
up less memory. 

You'll have to consider what 
your particular program needs, of 
course. Some of these tips have 
drawbacks, or may seem contradic- 
tory. Using variable names instead 
of often-used numerical constants 
saves memory space, but make the 
program slower. Some techniques 
used to save memory, such as re- 
moving REM statements or shorten- 



ing variable names, for instance, 
can result in almost unreadable 
programs. Always work with back- 
ups, just in case something goes 
wrong while you're "improving" 
that special program. 

Less Memory 

Once you finish a program, 
there are ways to break it down to 



consume less memory. First, re- 
move any REM statements. 
REMarks take up considerable 
space, and should not be needed 
once the program works properly. 
Make sure, however, that none of 
your GOTOs or GOSUBs branch to 
lines containing only REM state- 
ments — sloppy programming in 
any case. (If you plan to share your 
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program with other programmers, 
or even submit it to Antic, it's a 
good idea to leave in at least a feiv 
essential REM statements to make 
customizing or debugging easier — 
ANTIC ED) 

Try putting as many statements 
as possible on a program line. Of- 
ten, a programmer can compress 
two or more program lines into one 
this way. Some ways to do this 
are putting as many elements with- 
in a DATA statement as can be al- 
lowed by the computer and chain- 
ing PRINT commands together. Al- 
so, use ?, not PRINT. This doesn't 
save memory, but does save space 
on a program line. 

You can also change IF... THEN 
GOTO/GOSUB's to 
ON...GOTO/GOSUB\s. Lines like: 

1 10 PRINT A:IF A=2 THEN 1000 

120 IF A=l THEN GOSUB 110 

130 GOTO 20 
can become: 

110 ? A:ON A=2 GOTO 1000:ON 
A GOSUB 110:GOTO 20 

Put operations used several 
times in different places in the pro- 
gram in subroutines. Some exam- 
ples of such operations are mathe- 
matical functions, FOR/NEXT loops 
that act as a pause, and statements 
that print a commonly-used mes- 
sage to the screen. However, avoid 
using subroutines that are only ac- 
cessed once. Change them to in- 
line code. 

Chain programs. A "loader" pro- 
gram could be used to set memory 
locations, display lists, character 
sets, interrupts, or perhaps a title 
screen, and then RUN the main 
program — erasing the loader from 
memory in the process. 

Instead of using GOTO to go to 
the first line in the program, use 
RUN. 

Don't use SETCOLOR to alter the 
sc reen color registers. Use an 
equivalent POKE command instead, 
cleiermined with the following for- 



mula: SETCOLOR A,B,C equals 
POKE 708+A,B*l6+C 

Use variables in place of numeri- 
cal constants used often by a pro- 
gram. Examples: 

N1=1:N2=2:N3=N1+N2 

Keep the names of strings, 
variables, and arrays short. 

If a lot of variables are set at the 
same point in a program, use 



READ/DATA to initialize them. For 
example: 

READ A,B,X,Y,NUM,PL,SHIP: 
DATA 0,1,14,8,10,1,5 

Numerical constants take up a 
lot of memory. The following are 
some common situations in which 
a change can be made for the bet- 
ter. 

IF N=0... becomes IF NOT N... 
IF A>0... becomes IF A... 
IF X<>().. becomes IF X... 
ON A GOTO 100,200,300,400... 
becomes GOTO A*100 

Use characters in place of deci- 
mal DATA when possible (if the 
number of elements in the DATA 
statements) is not small, and the 
numerical range used is 0-255). Al- 
locate a string to read a whole line 
of such DATA with one simple 
command. Then, if necessary, use 
a FOR/NEXT loop to transfer the el- 
ements from the beginning of the 
string to the end. 

If the elements applied to one- 
dimensional arrays fall between 0 



and 255, replace the array with a 
String, as with the above tip. 

Use strings in place of common- 
ly-used text. Then, whenever it's 
necessary to print this text, just 
print the string. 

Whenever possible, avoid using 
program-reserved memory space 
when storing flags, variables, and 
machine-language subroutines in 
unused memory. If a section of a 
RAM-resident character set is not 



being used, use that space. Page 
six (1536-1791) is always free. Fi- 
nally, there are some sections of 
the DOS file management program 
(begins at memory location 1792) 
that may not be needed. See "Past 
Page Six" on page 90 of the April, 
1984 issue of Antic for a list of 
these sections. 

Use cursor control characters 
within text where possible in place 
of close-quotes and POSITION 
commands. This way, more space 
will be saved, and more text strings 
can be chained together. 

Use this simplified format of a 
string if a large field is to be filled 
with the same character: 
A$="X":A$(200)=A$:A$(2)=A$ This 
example fills the first 200 bytes in 
A$ with X's. 

You can insert code into the pro- 
gram that will delete those lines 
and routines the program only uses 
once. This can be hazardous, and 
you must be sure to place the code 
so it will be executed after the lines 
to be deleted. This procedure is 
done with the forced-read method, 
described as follows: 

Clear the text screen. 



Once it's finished, you can break 
down your program to consume less 

memory. 
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Along the left margin, display all 
of the line numbers that are to be 
deleted. 

Reserve about three lines at the 
top of the screen. 

At the bottom of your list, have 
printed: POKE 842,12:CONT (or re- 
place CONT with a GOTO state- 
ment). 

POSITION the cursor at the top 
left corner of the screen, and exe- 



cute within the program: POKE 
842,13:STOP 

Repeat the procedure if more 
lines need to be deleted. 

Finally, once you have observed 
all of. these guidelines, LIST the 
program to disk, cassette, or 
RAMdisk. Type NEW, then ENTER 
the program back. Now SAVE it. 
This process clears the memory of 
any old variable names no longer 
in use. Since the process is a slow 
one, I recommend using a RAMdisk 
if you have one. (If you use DOS 
2.5 with a 130XE computer, the file 
RAMDISK.COM will install one as 
drive 8). 

Improving Speed 

Many programs require speed, 
and with a relatively slow language 
like BASIC, maintaining speed can 
be difficult and cruchil. Here are a 
few ways to get your BASIC pro- 
gram running faster: 

Place the most crucial subrou- 
tines and loops at the beginning of 
the program. When BASIC looks 
lor a line in a GOTO or GOSUB 
call, it starts at the top. By placing 
speed-dependent segments at the 
start, BASIC can spend less time 



looking for your code and more 
time executing it. 

Turn off the screen display 
whenever possible. One way to do 
this is with POKE 559,0. 

Use a RAMdisk, if you have one, 
for extra-fast storage and retrieval. 
T his works both for data files and 
for programs you want to chain for 
less memory consumption. 

Whenever possible, use POKE 



and PEEK equivalents for com- 
mands such as SETCOLOR, 
SOUND, STICK, STRIG, PADDLE, 
and PTRIG. ( COMPUTE/ 's Map- 
ping the Atari is an excellent 
source for such equivalents -see ex- 
cerpts running in Antic (August 
1989 through December 1988/Jan- 
uary 1990 issues. - ANTIC ED) 

Mathematical operations tend to 
be slow. Make your mathematical 
functions as efficient as possible. 
Simplify complex functions wherev- 
er possible. One example is the 
exponent function (a), it can 
sometimes be replaced with a se- 
ries of multiplications. For exam- 
ple, NA5 becomes N * N * N * N * N. 

While variables are good for sav- 
ing memory space, they slow down 
the program. Replace them with 
numerical constants, if possible. 

Break down short FOR/NEXT 
loops into step-by-step code. For 
example: 

FOR 1=0 TO 3:SOUND 
I,0,0,0:NEXT I 

becomes 

SOUND 0,0,0,0:SOUND 



1,0,0,0:SOUND 2,0,0,0:SOUND 
3,0,0,0 

Store player-missile graphics in 
strings. Use a shorter display list, if 
possible. To do this, you must 
have a good understanding of 
what a display list is and how it 
works. Simply use and reuse lines 
of screen memory, and if any line 
of the display will never be used, 
skip over it with a blank scan line, 
or group of blank scan lines. This 
way, less processing is spent on the 
screen display, and the screen 
memory left over can be used for 
other purposes, such as alternate 
display lists and machine language 
subroutines. 

One thing many programmers 
like to do is insert machine- 
language subroutines (called with a 
USR command). These offer the 
maximum speed of the machine, 
and can be used in anything from 
interrupt generating to complicated, 
speedy, and precise graphics man- 
agement. Their purposes arc up to 
you. 

Once your program is up to 
speed, recode it. Make it compact, 
clean, and fast. Discard anything 
unnecessary, and keep the different 
segments of code in an efficient ar- 
rangement, so that the speed- 
dependent code is at the program's 
beginning, and the code that 
doesn't rely on speed resides at the 
veiy end. 

If you apply these techniques 
properly and neatly, you should 
end up with a shorter, faster, com- 
plete and error-free program. 
However, make sure the program 
works before you recode it. Once 
you remove all those REM state- 
ments and shorten all your variable 
names, for instance, you may find it 
hard to debug your own program! A 



Greg Vozzo is a longtime Atari 8- 
bit programmer from Brightivalcrs. 
New York. 



With these techniques you should end 
up with a shorter, faster, complete 
and error free program. 
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MINIATURE GOLF PLUS 



This issue's Super 
Disk Bonus was a 
hit commercial 
game. All 8-bit 
duffers will enjoy 
the flashy mini- 
golf challenge — 
including a con- 
struction set for 
building your 
own customized 
holes. 

By David Plotkin 



iniature Golf has always 
been one of my favorite 
games. Some years ago, 
I wrote an original type- 
in version fqr the Atari 8-bit that 
was published in the July 1985 
Antic, and then had this greatly ex- 
panded and enhanced version pub- 
lished by XLent Software. Now 





Antic brings you this complete 
commercial program with over 30 
holes on disk — and an easy-to- 
use construction set to help you 
build your own exotic holes. So 
settle down and have some fun 
with as many as seven of your 
friends. 

Getting Started 

You'll find Miniature Golf Plus 
on Side B of your Antic Monthly 
Disk, ready to run. Just turn the 
disk over so the back side is up, 
and insert it in drive 1. Turn your 
computer off, remove all cartridges 
(XL/XE owners hold down [OP- 
TION]), and turn your Atari on 
again. Miniature Golf Plus will load 
and run automatically, presenting 
you with the Main Menu with its 
three choices — Play Miniature 
Golf, Construction Set or Initialize 
a disk. 

If you pick choice number 1 , 
Play Miniature Golf, the title screen 
will greet you with, flashing lights. 
Press the [START] key to continue, 
then enter the number of players 
per round of golf. Up to eight 
players can play, though with that 
many the game can go on for quite 
a while. You also enter the name 
of each player, with up to 10 letters 
each. When the last player's name 
has been entered, the game begins. 

To get you started, we've includ- 
ed more than 30 holes on the disk. 
A message window will appear at 
the bottom of the screen. You can 
start the game at hole number 1, or 
move the joystick left or right to 
start at a different hole. Choose the 
hole by pressing the fire button. 
Play starts at the selected hole, and 
continues through to the last hole 
on the disk. 

You view the miniature golf 
course from above. The club looks 
like a block with the corner missing 
— this missing corner is the part 
of the club that strikes the ball, 
which appears on the course as a 
little white point. You use the club 



to knock the ball into the hole, a 
somewhat blocky purple circle. 
The object, as in any golf game, is 
to complete the course in the 
fewest number of strokes. 

To aim your shot, use the joy- 
stick. Guide the club to the desired 
position on the field — the ball 
will move in a straight line in the 
direction opposite to the club. 
When the club is in position, press 
the joystick trigger to swing the 
club. The further the club is from 
the ball, the harder it hits. Just as 
in regular miniature golf, you may 
not be able to get enough clear- 




ance to hit the ball as hard as you 
like or in the direction you would 
prefer. Experiment with hitting the 
ball from another direction and let- 
ting it bounce off a wall or other 
objects on the course. 

Players take turns at every hole. 
Each player continues to play until 
the ball goes into the hole. Play 
then passes to the next player. If 
you really botch the shot and your 
opponents will allow it, you can 
press the [START] button and replay 
that shot. It won't count against 
you. The current player's name, to- 
tal score, hole score, and the cur- 
rent hole number are displayed in 
the red window at the bottom of 
the screen. If you wish to see ev- 
eryone's score, press the [SELECT] 



button. Return to play by pressing 
[SELECT] again. To abort a game in 
progress, press the [OPTION] but- 
ton to return to the main menu. 

The game ends when everyone 
has played the last hole. A score- 
board displays all the scores, with 
the lowest score indicated (the low- 
est score wins the game). If you 
wish, you can play the course 
again. 

Construction Set 

The Construction Set lets you 
build your own holes to play on. It 
shouldn't be too long before you 
master the holes included with the 
game, but with a little imagination, 
you can keep constructing more 
challenging holes. 

To get started, you must have an 
initialized data disk. (Don't initial- 
ize the Antic Monthly Disk — 
you'll lose the holes already there.) 
To initialize your disk, choose op- 
tion 3 from the Main Menu screen. 
Remove your Miniature Golf Plus 
disk from the drive and replace it 
with a blank disk. Prompts will 
lead you through the next steps. If 
you are using a formatted disk, 
press [START] to initialize it. Initial- 
ization will only take a matter of 
seconds, as a special file is written 
to the disk. Be careful not to re- 
initialize your data disk — If you 
do, the program will no longer be 
able to access any of the holes on 
the disk. 

If you are using an unformatted 
disk press the [ESC] key to format 
and initialize the disk. (Remember, 
any time a disk is formatted every- 
thing previously recorded on it will 
be erased.) 

Now remove the initialized disk 
and put the Miniature Golf Plus 
disk back in the drive. Press the 
[START] button and you will return 
to the main menu. 

Once you have your initialized 
disk, you're ready to pick the Con- 
struction Set option, number 2, 
from the Main Menu screen. A 
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message will tell you to remove the 
Miniature Golf Disk from the drive 
and put in your data disk — the 
one initialized in the previous step. 
Once you have done that, you are 
ready to start designing your own 
course. 

(If you get an error message at 
this point, replace the program disk 
and turn your computer off and on 
again to reboot — and make sure 
you boot ivithout BASIC. XL/XE 
owners must hold down [OPTION] 
when they turn their computers on, 
to disable the built-in BASIC. The 
Construction Set in particular needs 
the memory space that Atari BASIC 
uses.) 

You don't have to design a com- 
plete course in a single session. 
You can save the individual holes 
as you finish them, then come back 
to create more later. Be careful not 
to reinitialize the disk, however, or 
you'll lose your finished holes. 

Once you've created some new 
holes, you'll want to try them out. 
To test your new course, use the 
Quit option to return to the Minia- 
ture Golf Main Menu and choose to 
Play Miniature Golf. Wait for the 
game to load — and then insert the 
data disk when the program asks 
for the number of players. After 
you enter the players' names, the 
program will check your disk for 
the number of holes available, and 
let you choose a hole on which to 
start play as before. 

Course Construction 

The Construction Set provides 
plenty of self-explanatory menus 
from which you choose your op- 
tions. Using the joystick, you posi- 
tion the colored cursor to highlight 
the desired option, then press the 
joystick button to make the selec- 
tion. Depending on your selection, 
further instructions may then ap- 
pear to tell you what to do next. 

The Construction Set's main 
menu has five items — Quit, Save, 
Edit, Delete and New. Quit returns 



you to the Main Menu screen 
which appeared when you first 
started the game. Save lets you 
save as many as 60 holes on a sin- 
gle disk. Of course, you might not 
want to have so many holes on one 
disk, since whenever you play 
Miniature Golf Plus the game con- 
tinues until you play the last hole 
on the disk. Instead, you can make 
several smaller courses, but each 
new course must be on a separate 
disk. 

Edit lets you edit a hole. If there 
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You can play over 30 holes on disk — or 
make your own. 

are already holes on the disk, the 
program will tell you how many 
there are, and ask you for the num- 
ber of the hole you want to edit. 
Move the joystick to change the 
number, then press the joystick but- 
ton when you reach the number of 
the hole. If the hole already exists, 
the editor will load it from disk. To 
create a new hole, select the high- 
est number offered. 

Once you choose the hole you 
want to Edit, the Edit Shape Selec- 
tion Menu appears at the bottom of 
the screen. This menu consists of 
choices for all the shapes you can 
put on the screen, as well as an op- 
tion to return to the main menu. 
Except for the Hole/Ball and Barri- 
er selections, pictures beside the 
various options show the shapes 
you can create. To select a shape, 
move the colored cursor to the 
shape you want and press the fire 
button. 

After selecting a shape, you can 
choose the location and size of the 



shape, following the prompts at the 
bottom of the screen. When you 
are done working with the particu- 
lar shape, you will be returned to 
the Shape Selection Menu. 

Shape Selection Menu 

The Shape Selection Menu has 
nine selections — Hole/Ball, Down 
Triangle, Up Triangle, Right Trian- 
gle, Left Triangle, Rectangle, Barri- 
er, Diagonal Line and Main Menu. 
You can build just about anything 
you need on a miniature golf 
course using these shapes. To se- 
lect an object, just move the cursor 
around using the joystick and make 
a choice by pressing the joystick 
button. Instructions will appear at 
the bottom of the screen to guide 
you in placing your objects. 

With Hole/Ball you position the 
hole and the starting location of the 
ball. You first place the hole by 
moving the cursor to the hole posi- 
tion and pressing the joystick but- 
ton. Next, you locate the ball's 
starting position the same way. To 
adjust either the hole or ball posi- 
tion at a later time, simply reselect 
this option. 

The various triangles (Down, 
Up, Left and Right) look just like 
their pictures on the Shape Selec- 
tion Menu. When you select one 
of these shapes, you will see a dot 
which you control with your joy- 
stick. Prompts at the bottom of the 
screen tell you which of the trian- 
gle's points to mark onscreen. For 
the Down Triangle, you move the 
dot to indicate the position of the 
triangle's upper left point, press the 
joystick button, then follow the 
same procedure for the upper right 
point. For the Up Triangle, you 
mark the lower left and right 
points. For the Right Triangle, you 
first place the upper left and then 
the lower left points, and for the 
Left Triangle you place the upper 
and lower right points. 

Once the two points have been 
marked, the computer will draw the 
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ANTIC SOFTWARE PRESENTS. 



THE GRAB-BAG 



8 BIT SOFTWARE 



ENTERTAINMENT 



ASTROLOGY - Create beautiful charts for your family and 
friends. Imaginative gifts, always popular. (AP0167) 
$15.95 

ATARIORACLE - The computer OUJI board. Predicts the 
future, answers all questions, picks LOTTO numbers. 
(AP0138) $25.95 

BLUE TEAM BRIDGE - Tournament level. Play at any time, 
improves your bidding-or learn to play. Great graphics 
(AP0178) $25.95 

CRIBBAGE and SEVEN CARD STUD - Two great card 
games. The poker players don't cheat, but they bluff. 
(AP0173) $25.95 

KLONDIKE SOLITAIRE and SEVENS (FAN TAN) - Two 

classic strategy card games. Hours of recreation. (AP0174) 
$25.95 

COLOSSUS CHESS 3.0 - The best Atari chess game for the 
serious player, beginner or Grand-Master. (AP0161) 
$25.95 




,e. Similar to Chess, 
Tit. (APO140) 



OMAR - 1 or 2 player 
Checkers, or Go, but 
$22.95 

PUZZLER - Infinite jigsaw puzzles, use your own pictures. 
Set difficulty level for any age group. (APO150) $22.95 

SNARK HUNT - A classic logic-strategy board game. Up to 
8 players, challenging family entertainment. (APO105) 
$22.95 

DRAGON'S QUEST - A wonderful illustrated adventure 
game for your entire family. Fast and fantastical. 
(AP0139) $25.95 

GALAHAD AND THE ^Oim©UTAy Atari action ad- 
venture classic by oneS ^.ucn.qfilm^ fop game designers. 
(APO110) $25.95 

KING TUT'S TOMB and CONSTRUCTION SET - 48 dan- 
gerous, multi-screen tombs, or construct your own. 
(AP0149) $25.95 



LORD OF THE ORB - I 

the huge scrolling castle 
$25.95 




n as you search 
rb. (APO103) 



or Choose any 10 
hr$4PL 



CHOP SUEY - Joystick-busting, action-packed, martial arts 
excitment. One of our all-time best sellers. (AP0162) 
$25.95 



MARS MISSION II 

caverns of Mars. F 
$25.95 




e skies and the 
rywhere. (APO120) 



SPACE WAR - Galactic shoot-out for 1 or 2 players. A 
white-knuckle space-age duel. (APO101) $12.95 

WEAKON - Battle in innerspace, the thrilling, dangerous 
world of speeding sub-atomic particles. (AP0122) $15.95 

XTAL (CRYSTAL) - Command a star cruiser! Detailed 
effects are everywhere. More than a game: an epic. 
(AP0158) $25.95 



PRODUCTIVITY 



CREATIVE PROCESS 1.8 - An indispensable outline proces- 
sor. (AP0151).. $29.95 

DEEP BLUE C COMPLIER AND MATHLIB - The all 

purpose language and math library. (AP0188).. $29. 95 

FLOATING POINT PACKAGE AND EXTENDED D.D.T. 
(EXDDT) - A powerful combo for assembly language. 
(AP0189).. $29. 95 

INTERLISP/65 2.5 A subset of the standard "INTERLISP" 
dialect of LISP. (AP0191).. $29.95 

RAMBRANDT - The ultimate paint software on two disks. 
(AP0157).. $29.95 

SPELL MAGIC - Check documents generated by other word 
processing programs, and in context with the document 
display feature. (AP0144).. $29.95 



ORDER NOW 



TOLL 



FREE 



800-234-7001 

MasterCard/Visa Orders Only - All 50 States 




GRAB-BAG OFFER: 
BUY 10 FOR 
ONLY $49.95 

. PLUS TAX & SHIPPING j 



LIMITED TIME OFFER! 



TELECOMMUNICATIONS 



EDUCATION 



BACKTALK1.2 - The Atari becomes a communications 
droid with the macro command feature. (AP0154).. $29. 95 

CHAMELEON CRT TERMINAL EMULATOR 4.03 - One 

terminal becomes five in a matter of minutes. Requires 
48K RAM. (APOH3).. $29.95 



UTILITY 



BASIC VIEW - A must for all programmers. 
(AP0192)..$19.95 

DISK SCANNER - A complete disk editor for single and 
double density drives. (AP0145).. $5. 95 

ENHANCED POKEY PLAYER -Input and edit music. 
Tutorial included. Requires Atari Basic. (AP0147).. $25. 95 

THE ENHANCEMENT DISKS - B/Graph's utilities. Re- 
quires Atari Basic. (APO190).. $29. 95 

ENVISION - Create stand-alone pictures or produce Basic 
and Assembler Source Codes. Requires Atari Basic, MAC/ 
65, SynAssembler, Epson-compatible printer. 
(AP0185)..$$19.95 

PICTURE PLUS 3.0 AND LISTER PLUS 1.5 - The complete 
graphic utility set. Requires 48K RAM and Atari Basic. 
(AP0179).. $29. 95 

PRINTER DRIVER CONSTRUCTION SET - Make Atari 
Writer compatible with every printer. Requires Atari- 
Writer. (AP0131).. $29.95 

SCREEN PLOT - Print color micro-screens on most plotters. 
(AP0135).. $5. 95 

SHERLOCK 1050 - Restore crashed disks with the trace 
option feature. (AP0155).. $19.95 

SOLID OBJECT MODULE - Create 3D objects easily. 
Requires 48K RAM and RAMbrandt. (AP0182).. $25. 95 



EARTH VIEWS - An pte^r^ru^ g^offfT^th a variety of map 
formats and views. 

MAPWARE - Add maps to your programs. 9000 pairs of 
coordinates available. Requires Atari Basic 
(AP0134).. $29.95 

MEMOREASE+ - Learn to memorize efficiently and quickly. 
(AP0163).. $19.95 

SPACE BASE - A must for telescope owners. Requires 48K 
RAM. (AP0142).. $19.95 

SPEEDREAD+ - Learn to read faster with less effort. 
Requires 48K RAM. (AP0164).. $29.95 



Phone Orders - Toll free number, 



(800) 234-7001 



Mail Order 

To order by mail, complete order form and 
return with payment to The Grab Bag, 544 
Second Street, San Francisco, CA 94107. 

Payment by check, money order, Master- 
Card, VISA, or American Express 

Payment must accompany all mail orders. 
Include shipping and handling charges of 
$3.50 per order of 1 to 10 disks. 



ORDER FORM 



PUBLIC DOMAIN 



PHOTO GRAPHICS - Great digitized pictures 
(PD0017).. $20.00 

THE FIX XL - Run older programs on XL/XE computers 
(PD0026).. $20. 00 

CROCKFORD'S WHIMSY - Magical disk for all ages 
(PD0033).. $20.00 

CUES EDPACK #1 - Educational programs (PD0044).. $20.00 

CUES EDPACK #2 - More Educational programs (PD0045) 

HEAVY METAL ART - Spectacular pictures, 100s of colors 
(PD0060).. $20.00 

RAMBRANDT COLLECTION - The best RAMbrandt art 
(PD0073).. $20.00 

STEVE DONG'S GALLERY - Incl. famous Challenger 
memorial (PD0074).. $20. 00 

850 EXPRESS - Superb program for Hayes comp. modems 
(PD0082).. $20.00 

1030 EXPRESS - Superb program for 830, 1030, XM301 
modems (PD0081).. $20.00 

MPP EXPRESS - Superb program for MPP 1000 modems 
(PD0087).. $20.00 

VT100 TERMINAL EMULATOR - Access mainframe 
computers (PD0037).. $20.00 

TEKTRONICS 4010 TERMINAL EMULATOR - Access 
graphic mainframes (PD0083).. $20. 00 



NAME 

I ADDRESS, 

| CITY 

| ZIP CODE _ 



STATE/COUNTY . 
PHONE NO. 



ITEM NO. 



DESCRIPTION 



PRICE EA. 



Price and availability subject to change 
without notice, as supplies allow. 

Method of payment: 

□ Check/Money order 

□ MasterCard 

□ VISA 

□ American Express Credit Card No. . 

Expiration Date . 
Name 



Subtotal of all items ordered (Minimum order $19.95) 

California residents add 6.5% sales tax 

Shipping and handling charges 
($3.50 per order) 



Total 



TOTAL 



Signature . 




rest of the triangle. If you placed 
your points so that the triangle will 
be drawn off the screen, the com- 
puter will ignore your points and 
warn you that the screen bound- 
aries were exceeded. This will not 
hurt your hole data or the construc- 
tion of the hole. After the triangle 
has been drawn, you will be asked 
whether you want to draw more of 
that same shape or return to the 
Shape Selection Menu. Make your 
choice with the joystick and press 
the joystick button. 

To position the Rectangle on the 
screen, select the upper left corner 
followed by the (diagonally oppo- 
site) lower right corner. 

The Barrier option lets you place 
(or remove) a moving rectangular 
barrier on the playing field. The 
barrier only moves left and right, 
between the limits you select with 
the joystick. You also set the speed 
of movement, moving the joystick 
up and down to change the speed. 
The barrier actually moves back 
and forth at the selected speed, let- 
ting you decide what speed you 
like. 

You position the Diagonal Line 
by specifying the two ends of the 
line. Move the joystick to select the 
higher end first. Press the joystick 
button to set that point, then move 
the dot-cursor down and to the 
right or left to choose the other 
endpoint. Press the joystick button 
again and the diagonal line will be 
drawn. 

Deleting Mistakes 

To remove a shape, you must 
first return to the main Construction 
Set menu, and choose Delete. This 
selection brings up the Delete 
menu with five choices — Cancel, 
Last, All, Choice and Clear. Since it 
may not be clear what each of the- 
se options do, a one-line explana- 
tion will appear at the bottom of 
the screen when you highlight an 
option. Pick Cancel to return to the 
Construction Set Main Menu with- 
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out deleting anything. 

With Last you can delete the last 
of any particular shape placed on 
the board. When you select Last, 
you are returned to the Shape Se- 
lection Menu, where you can pick 
which shape to delete. The last ob- 
ject of that shape placed on the 
screen will be removed. For exam- 
ple, picking RT TRIANGLE will 
delete the last right-facing triangle 
you placed. 

The option All deletes all of a 
particular shape. Again, you go to 
the Shape Selection Menu. Pick 
which shape you want to work 
with. For example, if you pick 
RECTANGLE, then all the rectangles 
will be removed. 

NOTE: If you pick Last or All by 
accident, picking Hole/Ball, Barrier, 
or Main menu from the Shape Se- 
lection Menu will return you to the 
main construction set menu without 
doing any harm. To remove a bar- 
rier, select Barrier from the Shape 
Selection Menu and choose "Re- 
move Barrier" at the prompt. 

The Choice option allows you to 
selectively remove shapes. Select- 
ing Choice returns you to the 
Shape Selection Menu. Once again, 
selecting Hole/Ball, Barrier or Main 
menu will return you to the main 
construction set without doing any 
harm. Selecting any other shape 
puts the words "Shape Number" in 
the text window at the bottom of 
the screen. Use your joystick to se- 
lect the shape number you want. 



As you move through the shape 
numbers, a flashing point on the 
screen will indicate the shape 
which will be deleted. Press the 
button to delete the shape indicat- 
ed. To exit without deleting any- 
thing, simply pick shape number 0 
and press the joystick button to re- 
turn to the Construction Set main 
menu. 

Clear erases everything on the 
screen, or you can use the last op- 
tion on the Construction Set Main 
Menu, New. Normally the only 
way to move on to the next hole is 
by saving the hole you are cur- 
rently working on. However, New 
lets you escape if you are editing a 
hole and decide that the hole is 
worthless — not worth saving. 
The New option will clear the 
screen and return you to the main 
menu to let you reenter hole data 
from disk or start a new hole. New 
can also be used to retrieve holes 
already saved to disk. 

Program Notes 

If you look at the directory of 
Side B from DOS (on Side A of 
your Antic Monthly Disk) you'll see 
that many files make up Miniature 
Golf Plus, which was written with 
OSS/ICD's BASIC XL. The smaller 
numbered files (HI, H2, H21 etc.) 
are all holes. The other files make 
up the game and construction set. 
You can copy the AUTORUN.SYS 
and AUTORUN.BXL files to another 
freshly formatted disk with DOS 2.0 
or 2.5 on it, and use that disk as a 
self-contained program/data disk 
for new courses. The INIT file tells 
the program how many courses are 
on the disk — to start a disk of all 
new holes, don't copy the INIT file. 
Instead, initialize the disk as ex- 
plained above. A 



David Plotkin has been an Antic 
contributor since the earliest issues. 
He is a chemical engineer for 
Chevron and lives in Walnut Creek, 
California. 
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REEVE 

Antic's Exclusive Interview: Part 2 

Talking with the creator of the Diamond Operating System 




The Diamond Operating Sys- 
tem Cartridge (June 1989 Antic 
cover story) finally brought a 
mouse-operated graphic inter- 
face to the 8-bit Atari, complete 
with windows and drop-down 
menus. Diamond's college- 
student creator, Alan Reeve of 
Reeve Software, has been a long- 
standing supporter of the Atari 
community. This interview took 
place in Portland, Oregon while 
Reeve was attending a Special 
Meeting of the Portland Atari 
Club (PAC). Interviewers were 
PAC Special Projects Director 
David Moore and PAC President 
Bill Pike. Part 1 of this interview 
appeared in the previous issue 
of Antic. 

Bill: How did you get into Atari? 

Alan: I got into computers in the 
sixth grade when the school got an 
Apple II. Then around eighth 
grade I bugged the heck out of 
Mom and Dad to get me a comput- 
er. The choice was between the 
Atari 400 and the Vic-20 and I end- 
ed up going with the Atari 400. 

I started in programming in BA- 
SIC on the Apple II and then, when 
I got it, a little BASIC on the 8-bit. 
Around ninth or tenth grade I start- 



ed picking up assembly language. 
I thought it was sort of neat for 
Atari to include a little machine lan- 
guage routine written in that 
strange hexadecimal code. I started 
wondering why they did it. 

Bill: Then you went into pro- 
gramming. I know one of the first 
things you brought out was the 
CX-85 10-key interface. 

BUSINESS BEGINNINGS 

Alan: Around 1986 I got the idea 
of forming a company with another 
kid, but he lived 30 miles away and 
things did not work out, and then 
about four or five months later a 
man by the name of Bruce 
Kennedy talked to me about writ- 
ing a PC window. I said I could do 
it and of course I got caught up in 
programming. Bruce gave me a lot 
of starting information for Reeve 
Software and that is how the com- 
pany got started. 

Bill: Is there anybody involved 
in Reeve Software besides yourself, 
or are you sort of a loner? 

Alan: Myself, I do everything, 
but my parents help out a lot. 

Bill: Then Reeve Software 
brought out NewsStation. 

Alan: NewsStation, NewsStation 
Companion, and Publishing Pro. 



NewsStation came after a idea that I 
had from NewsRoom on the Com- 
modore 64. At the time there was 
nothing like it for the Atari 8-bit. 

Bill: When did you first get the 
idea of a graphic operating system 
for the 8-Bit? I know that GEOS 
does that for the Commodore 64 
and has been very popular. 

Alan: I guess I started pushing 
Diamond when John Nagy wrote a 
small article about it in Computer 
Shopper at the end of '87. And I 
started getting hundreds of letters 
from people who wanted to see it. 

Bill: So you've been working 
since 1987, almost two years now, 
to put the cartridge together. 

Alan: The programming really 
started around May 1988. 

Bill: I imagine it was sort of dif- 
ficult. You were saying that Dia- 
mond is a 64K bank-switched car- 
tridge. 

Alan: It started out as a disk- 
based program. Most of the disk 
program was done in August and 
September of 1988 and the car- 
tridge was finished in October thru 
December. 

Bill: Why did you change from 
disk to cartridge? Because you 
could get more stuff in it? Or were 
you trying to keep Piracy down? 
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Alan: Basically because we 
couldn't do what we are doing un- 
less we went to cartridge. There is 
not enough memory in the 8-bit 
Atari. One of the big things about 
the disk version is that if you quit 
to BASIC you couldn't get back to 
Diamond. You can't have both in 
the computer at once. 

However, with the cartridge, 
when you quit to BASIC the car- 
tridge is still plugged into the com- 
puter. And you can copy that data 
back into the computer and wheel 
it right on into the operating system 
right from the banks. 

MEMORY & DOS 

Bill: So it takes 8K of memory 
for that one cartridge and the rest is 
all available for program? 

Alan: That's right! 

Bill: Does Diamond support the 
extra memory of a 130XE or the 
upgraded computers yet? 

Alan: Yes. Right now we have 
three memory drivers — the 48K 
driver, the 64K driver, and the 128K 
driver. With these memory drivers 
w e set rip Lo-Mem and the point 
just above the desk accessories, 
and the high memory point for an 
additional memory system. 

Bill: Is Diamond totally compati- 
ble with the new Turbo-8l6 up- 
grade for the 8-bit? 

Alan: Yes, we got the go ahead 
from Chuck, who runs Dataque 
Software. He says the new version 
works fine with the Turbo-8l6. 

Bill: Well, that should be quite a 
shot in the arm for the 8-Bit Atari, 
adding a high-speed operating sys- 
tem like Turbo-8l6 and a Graphics 
Operating Environment like Dia- 
mond. 

At our meeting here yesterday, 
Diamond surprised a number of 
people. A number of the people in 
the audience were ST users. Is 
there any particular thing that you 
can do on a ST graphics system 
that Diamond cannot do? I couldn't 
see anything myself. 



Alan: To lasso files was men- 
tioned. That's one thing. 

David: You're going to do the 
lasso later, right? 

Alan: I may eventually do the 
lasso, but there is no guarantee that 
I will. It's not too big a deal. Oth- 
er than that, Diamond has two win- 
dows and the ST has four windows. 

Bill: Diamond^ supports up to six 
disk drives? 

Alan: Seven. 

Bill: Seven disk drives. And ob- 
viously from what David is running 
it will support hard-disk systems, 



RAMdisks, and floppy disks. 

David: And ICD's MIO interface 
box. 

Bill: And the MIO. Is there any- 
thing it doesn't support? 

David: Does it work with the 
P:R: connector? 

Alan: A lot of people wonder if 
Diamond supports this and that. 
It's not a matter of Diamond work- 
ing with your setup, but rather your 
operating system. If your DOS sup- 
ports it, Diamond should work with 
it. 

Bill: You just completed a patch 
so that Diamond will format cor- 
rectly with SpartaDOS? 

Alan: The SpartaDOS-X car- 
tridge. The problem with that was 
that when you called the format 
function it brought the format 
menu out in colors that were a little 
difficult to read. We made a little 
desk accessory that will give you 
the standard colors. 

Bill: It works with SpartaDOS 
3.2? 

Alan: The format function of 3.2 



formats in DOS 2.0. Diamond 
doesn't like reading a DOS 2.0 disk 
when it is using SpartaDOS 3.2. 
We're going to get a desk accessory 
that will work in 3.2 by calling the 
XI NIT function of SpartaDOS. 

Bill: You are using a 64K bank- 
selected Super Cartridge so von can 
put another cartridge with it. Does 
Diamond work with My DOS? 

Alan: Not at present. Someone 
did a version that we have that 
does work with My DOS, but the 
present version doesn't support it. 

Bill: How about Atari DOS 2.5? 



Alan: Atari DOS 2.0, 2.5, Sparta- 
DOS 3.2, SpartaDOS-X, SmartDOS, 
and others are supported. 

David: TopDOS? 

Alan: I haven't had anyone say 
that it doesn't work. Diamond will 
work with anything that uses a 
DOS 2.0 format. And TopDOS 
does that. 

Bill: What desk accessories do 
you have out now for Diamond? 

Alan: Right now we have a cou- 
ple of simple ones, The Re-Booter, 
and X-Boot, which was written by a 
person in Michigan. 

Bill: What does X-Boot do? 

Alan: Basically it gets you back 
to the desktop. It does it a little 
neater than Re-Boot does. 

Bill: There was some talk, be- 
fore Diamond came out, that Atari 
might be picking up Diamond to 
include with all its 8-bit machines. 
Have yon heard anything more 
about that? 

Alan: I talked with Sig Hartmann 
at the Atari Booth at the Anaheim 
show. At first I give him three car- 



Diamond makes a new computer out 
of the 8-bit — more intuitive, easy to 
use — and it looks nicer. 
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tridges to look at, but apparently 
they were misplaced. The second 
time he gave us a list of people to 
send Diamond to. I think that if 
Atari were really interested in the 
product they would he contacting 
me rather than the other way 
an >und. 

Bill: How are sales going on the 
Diamond system? 

Alan: I think a lot of people are 
waiting to see what applications 
come out. 

MARKETING OVERSEAS 

Bill: You said you were talking 
to somebody about about market- 
ing Diamond in Europe but you 
hadn't had much luck. With the 
popularity of the 8-bit machine in 
Europe, do you have any other 
thoughts on .that? 

Alan: It looks like we will have 
to do it ourselves. 1 have had let- 
ters from there and \ have had sev- 
eral inquiries from reviewers who 
are interested in reviewing Dia- 
mond. Obviously we don't really 
care to have Diamond reviewed if 
there is no sales outlet to supply 
the product. It's not much good 
reading about a new product you 
can't buy. 

Bill: [f somebody reviews Dia- 
mond in Europe you might get 
somebody interested in selling it, 
contacting you and so on. So you 
have the flip side of the coin, too. 
Would you think of doing direct 
sales to Europe from your location? 

Alan: I am more than happy to 
do direct sales. If fact I'm more 
than happy to do that for anybody 
who wants Diamond right now. 

David: You said something earli- 
er about Australia. Did you say 
you had sold some to Australia? 

Alan: We've received a couple 
of orders from England, a couple 
from Australia, and some from 
South America. 

David: Since they use a different 
television system in Europe is there 
any difference in the Diamond pro- 



gram sold to them? 

Alan: No, it is the same pro- 
gram. We haven't had any prob- 
lems yet. 

CUSTOMER SERVICE 

David: If people do have prob- 
lems w hat is the best way to talk to 
you about them? Where can they 
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Diamond Write brings your Atari 
mouse-controlled word processing. 

go to get the simple questions an- 
swered? 

Alan: The best way is either to 
contact me online on GEnie or 
write to me directly. That way you 
know it will get to me eventually. 
During the summer it is sort of hard 
to reach me by phone because I 
am in and out. During the school 
year after 4 p.m. Central Time the 
answering machine is off and there 
is someone there. Or before that 
leave a message on the answering 
machine and I'll try to get back. 

Bill: Do you have your own sec- 
tion on GEnie now? 

Alan: I have my own category in 
the Atari 8-Bit section. 

David: Is that ReeveSoft? 

Alan: Category 14 and I believe 
file section number 26. 

Bill: Are you hoping to get desk- 
top applications up on GEnie so 
thai anybody can download them? 

Alan: Everything I have right 
now. Every little accessory that I 
have gotten from people we have 
put up on GEnie. And we have 
had other people put stuff up there 
as well. 

David: How hard would it be 
for the normal user to convert pro- 



grams to run under Diamond? Do 
you have plans to make a conver- 
sion program of your own? 

Alan: Each program is so differ- 
ent that it really wouldn't be feasi- 
ble. 

Bill: Could a program be writ- 
ten, something like a monitor pro- 
gram, that would check the load 
addresses of a program and show 
where there are conflicts with Dia- 
mond? 

CONVERTNG TO DIAMOND 

Alan: Converting programs to 
use the Diamond environment 
takes someone who knows what 
they are doing. A machine lan- 
guage program needs to have 
someone who has the source code 
and can make changes so you have 
a Diamond interface in the pro- 
gram. BASIC programs likewise 
need a real programmer. 

Speaking of programs that are 
not written for the Diamond envi- 
ronment, right now if you try to 
load a program without a .APP or 
.COM extender Diamond will drop 
out of the system and let the pro- 
gram run by itself. 

Bill: So a Diamond program has 
to have a .APP extender? 

Alan: Diamond-based programs 
have a .APP extender. Command 
lines (like the parameters for a ST 
.TTP file) have a .COM extender. 
Other than that, the Diamond kicks 
out and loads the program as if the 
c artridge weren't there. 

Bill: In order to get the cartridge 
back you have to do a reset or a 
cold start? 

Alan: It is possible to do it from 
software. But most programs were 
written before Diamond was pro- 
duced and won't exit back to the 
Diamond Cartridge. 

Bill: Diamond appears to be 
quite a challenge for programmers. 
What type of programs would you 
like to see from outside program- 
mers? 

Alan: I don't have any particular 
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program that I would like to see. I 
think obviously spreadsheets, 
databases, terminal programs - all 
those would be great to see. That's 
what we need, more applications. 
I would just love to see the com- 
munity support Diamond, and for 
the programmers to support it. Di- 
amond sort of makes the 8-bit a 
new computer. The more 
Diamond-based software you have, 
the better it will be. 

David: What languages does Di- 
amond support at present, aside 
from assembly language? 

Alan: Again, it is not so much 
Diamond supporting the languages. 
It will run any of the OSS language 
cartridges. But the link to Diamond 
is through assembly language. All 
you have to do is load the accumu- 
lator with the function referenced 
and do a JSR to the Diamond vec- 
tor and all languages have that 
power one way or another. 

David: How about C language? 

Alan: We plan on coming out 
with a Diamond Assembler, a Dia- 
mond BASIC, a Diamond C and 
other languages eventually if the in- 
terest is there. There have to be 
enough users willing to purchase 
the languages. Like I say, I am on- 
ly one person and I can't do it all 
by myself. I can't buy 200 printers 
to make printer drivers for all of 
them. I can't buy all the languages 
out there and convert them all to 
use the Diamond environment. If I 
did that the other major applica- 
tions would never get ready. 

A "NEW" COMPUTER 

Bill: It sounds like what you 
have done with Diamond is make a 
new computer out of the 8-bit that 
is more friendly, more intuitive and 
easier to use - and it looks nicer. 

Alan: That is what bugged me 
about one of the reviews, in Atari 
Explorer. The reviewer said it 
works great and everything looks 
fine, but I am used to the old way - 
so why should I get a new one? 



David: I have to admit that it is 
clumsy at first for someone who is 
used to typing things in. However, 
after you learn it, it's great. 

Alan: It's like learning one pro- 
gram, then having to learn a differ- 
ent program that is more powerful. 




Diamond Paint adds cut-and-paste to 
your 8-bit art techniques. 

I think Diamond is more powerful. 
The icons and the menus that are 
available replace all the program- 
ming necessary to set up the user 
interfaces in an old-fashioned pro- 
gram. You just set up a few things 
and let Diamond take it from there. 
It also flattens out the learning 
curve on new applications, in that 
there is nothing unexpected in the 
user interface. The user is used to 
the display and what everything 
does. 

Bill: Have you thought about 
writing a Icon editor for Diamond? 

Alan: Not for the Desktop. You 
are not going to be able to put 
your own icons in. They arc 
burned into the ROM. I am think- 
ing of a Font Editor to be included 
with the Diamond Paint program. 

Bill: Speaking of font editing. 
Will the paint program support the 
traditional nine-sector Atari fonts? 

Alan: With the font editor you 
could import those fonts and con- 
vert them to Diamond fonts. Dia- 
mond fonts are different. 

David: So there is a conversion 
program to take care of this opera- 
tion? 

Alan: The program is under con- 
struction now. 

Bill: What about Print Shop 



icons? 

Alan: I suppose that you could 
write a program to convert the file 
to a clip-art file. However, Print 
Shop icons aren't in a standard file 
format. 

David: Clip-art would be good 
especially since there are a lot of 
Print Shop icons out there, and you 
could send the clip-art into the 
publishing program. 

Bill: NewsStation does that now. 

Alan: And so will Diamond 
NewsStation when it is released 
shortly. It will also use the clip art 
and graphics from Diamond Paint. 

David: In other words, it will be 
almost a carbon copy of what you 
have now? 

Bill: Except you will use the 
mouse. 

Alan: Yes, you will have the Di- 
amond environment with the 
NewsStation features with a couple 
of additions. One of them will be 
to reverse the background. (Some- 
times if you load a picture from 
ComputerEyes you get a negative 
image.) 

UPGRADES & 8-BIT FUTURE 

David: How about upgrades? 
What will it cost me to upgrade the 
version 1.0 cartridge to the version 
2.0 cartridge you're working on 
right now? And where should I 
send it? 

Alan: Upgrades for the cartridge 
that involve the ROM chip cost $15 
and you can either send the car- 
tridge back to us with a check for 
$15, or you can send us a check for 
$15 and we will send you the 
PROM and you can plug it into the 
cartridge. 

Bill: You need to be a registered 
user in order to get the PROM. 

Alan: Yes, I need to have your 
warranty card on file. 

Bill: What do you think of the 
future of the 8-bit? My own feel- 
ings are that people want the 
newest thing on the block. Other 
than that, the 8-bit does just about 
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everything I want it to do. I do 
recommend it to people who are 
just getting into computing and 
want to do programming. The 8-bit 
is a heck of a lot easier to program 
than the ST. Would you concur? 

Alan: I don't know that it is a lot 
easier but it is a much better invest- 
ment. You can spend a couple 
hundred dollars and get a solid- 
based system. With the ST you 
spend a thousand dollars or more 
to get the same capabilities. The 
software is also less expensive for 
the 8-bit, especially with all the 
public domain programs and share- 
ware coming out now. 

Bill: There are still about 4,000 
programs out there for the 8-bit - 
not including little utility programs 
and such. 

Alan: The future of the 8-bit is 
really in the hands of the users. Tf 



people start supporting Diamond 
and programmers start using the 
Diamond shell and writing applica- 
tion programs it could have a bright 
future. But if people keep this 
wait-and-see attitude, I don't know. 
I'm only one person. 

Bill: Diamond looks like the 
next stage for the 8-bit Atari com- 
puter — and possibly for the rebirth 
of the 8-bit machine, if enough 
people start putting out applica- 
tions and using it. When the Atari 
first came out it was a challenge 
because it did so much. Then peo- 
ple started losing interest. Now 
suddenly they have a new machine 
to work with. But I realize that the 
major software houses are not sup- 
porting the 8-bit, right now. I also 
realize that most of the support for 
the 8-bit is from programmers like 
yourself, users and user groups. So 



I guess that the bottom line is to 
support your local programmer 
and maybe that will get the big 
boys off their duffs. Well, thanks 
so much for talking to us, Alan 
Reeve. Do you have any last 
thoughts before we shut down? 
Alan: BUY DIAMOND!!! A 



William (Bill) Pike is the presi- 
dent of the Portland Atari Club 
(PAC) in Beaverton, Oregon. His 
articles appear in user group 
newsletters around the world. You 
can write to him at PAC, P.O. Box 
1692, Beaverton, OR 97005. 



DIAMOND CARTRIDGE $79.95 
(With Programmers' Kit and Diamond Paint 
included) 

DIAMOND WRITE $29.95 
DIAMOND NEWSSTATION $29.95 
Reeve Software, 29W1 50 Old Farm Lane, 
Warrenville, IL 60555. (312) 393-2317. 
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If your records disagree with ours, please call 
ANTIC customer service (815)734-6309 to 
correct the mistake. Remember, often our 
correspondence crosses in the mail, so please 
allow 6-8 weeks for renewals and changes. 



SERIOUS BUSINESS WITH ATARI S! 8-bit and ST 



Turbobase™ (8-bit) and Ultrabase™ (ST) offerfull business capability to 
end-users (not programmers) in general database format for ultimate 
flexibility/power and end-user customization without programming 
required. All business functions fully supported including payroll, billing, 
tax accounts, mailing, all reports/forms, inventory, scheduling, 
estimating, etc. 

TURBOBASE™ for 800/XL/XE $159 (80 col. version $179) 

600 pages of documentation. Need we say more?!! 

"IBM power without the price "-ANTIC 
"True powerful business software'-COMPUTER SHOPPER 

ULTRABASE ST™ for Atari ST including 520 ST $1 39 

requires B/W monitor, 2 drives or hard drive 

Can't get what you want with Data Manager ,M /Superbase™ ? Dbman T " too complicated? 
You need Ultrabase! Easiest and fastest full business setups anywhere! Don't be fooled 
by the low price due to complete but "bare bones" 110 page manual. Save over $100 
before new documentation is finished. Or if you don't have the time. . .custom setups FOR 
ANY BUSINESS to your specifications for as low as $200!-Call Futures (201 ) 753-241 6. 



8-BIT 80 COLUMN SCREEN (requires XEP80 



TURBOWORD +™ word processor $49 (XEP80 req 

DOS 2.5™ and SpartaDOS'" supported/documented allowing use of XF551 ,™ hard 
drives, any ramdisks. Full screen "WYSIWYG" editor with resetable margins. Integrated 
file manager available (see below) . 

"Great. . . capable, full-featured. . .justifies purchase ofXEP80.. . -ATARI EXPLORER 

TURBOFILE™ data/file manager $49 (XEP80 req.) 
Overcomes limitations of Synfile + 1 " : save formats, high capacity, high speed, use any 
upgrades, auto subdirectories/ramdisks, any drives. Fully integrated with Turboword. 
Import DIF files. 

For info and ordering call (904) 383-0745 

technical support 1-5 pm EST 

Dealers please call Horizon Computers at (303) 777-8080 

Trademarks: 00S 2.5, XEP80. XF551 '" Atari Corp. SpartaDOS" ICD, Corp. Synfile'" Synapse Software. Data Manager 1 " 
Timeworks. Corp. Superbase'" Precision Software. 
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Desktop Publishing With 
Your 8-bit Atari 

Unlocking XE/XL/800 page-designing power 
By David Plotkin 



Learn about the software that will 
turn your Atari into a publishing 
powerhouse. At this writing, all the 
products surveyed here are still 
available - either direct from the 
makers or from the mail-order 
companies that advertise in Antic. 



Desktop publishing pro- 
grams for 8-bit Atari 
computers come in 
several categories. 
Some software allows you to print 
cards, signs, awards, and other 
types of forms, with semi-custom 
results. These publisher programs 
tend to be very easy to use, but are 
limited in their flexibility. 

The page-layout software catego- 
ry lets you put text and clip-art on 
the page using custom fonts and 
pictures. Such programs offer more 
flexibility, but tend to be more diffi- 
cult to use and somewhat un- 
wieldy. 

The "full" publishing program 
category can include text and 
graphics in various formats. These 
are not quite as flexible as the 
page-layout programs, but are easi- 
er to use overall. There are also a 
whole host of utility programs that 
convert graphics from one format 
to another. 

Print Shop 

One of the best-selling programs 
of all time is Broderbund's Print 
Shop. It was successful not only 
because it addressed a market that 
had not been dealt with before, but 
provided a product that everyone 
needed and could use. The user 



interface was so simple that the ex- 
cellent manual really wasn't neces- 
sary. 

Print Shop starts out with a main 
menu, from which you can choose 
to print a card, sign, banner or let- 
terhead. Once you make your se- 
lection, the program leads you 
step-by-step through the creation 
process, adding borders, graphics 
and text to whatever you are creat- 
ing. Each item (border, graphic, or 
text style) is selected from a menu, 
and samples of what you will be 
getting are shown right on the 
screen. 

The 60 graphic icons are 
available in three sizes, and eight 
different fonts are included. These 



fonts can be further customized by 
using three modifiers (solid, outline 
or 3-D drop shadows). There are 
also nine border designs. The 
graphics can be added to a page 
only in certain positions, and only a 
single graphic design may be used 
on a page. The text is added to 
your work on a line-by-line basis, 
and each line can have a different 
size of text, although all lines must 
be in the same font. 

There is also a crude editor for 
editing and saving graphics. You 
cannot edit the fonts or borders, 
nor can you save the final design. 
A Kaleidoscope function lets you 
freeze a design that you like, then 
add text to it to make a sign. 
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Print Shop Companion 

Also from Broderbund, Print 
Shop Companion comes with 50 
additional border styles, 20 new 
graphics and 12 new fonts, but it 
features a much improved Graphics 
editor containing most of the fea- 
tures of classic drawing programs. 
You can draw shapes, scroll your 
creation, Undo, and fill. Also in- 
cluded are mirror moves, and in- 
serting or deleting columns. The 
border editor includes most of the 
same functions as the graphic edi- 
tor, allowing you to make your 
own borders. 

The calendar maker can gener- 
ate a calendar from 1753 to 9999 on 
a full sheet of paper. You can 
choose from weekly or monthly 
calendars. Each day can contain 
up to a six line message, and 
graphics can be added to the calen- 
dars as well. There is even a "crea- 
ture maker" which can be used to 
combine feet, body and heads from 
various creatures to form some 
truly bizarre results. Childish, per- 
haps, but fun. The Print Shop 
Companion provides much needed 
capabilities missing from the origi- 
nal Print Shop. 

Print Shop Extras 

The popularity of Print Shop has 
spawned quite a few disks of Print 
Shop graphics, available from sev- 
eral different suppliers (including 
Broderbund itself) and in the public 
domain. 

Shepherd Software has two utili- 
ties that work with Print Shop 
icons. Icon Printer prints 49 icons 
per page, and can (Jump your en- 
tire disk of icons to the printer au- 
tomatically, complete with names. 
The icons can be printed in disk or- 
der or alphabetically. You can also 
rename the icons. The second pro- 
gram is called Video Jukebox. 
Among a whole variety of music- 
oriented functions, it can convert 
Micro-Painter or Micro-Illustrator 
graphics format screens to the 



"Screen Magic" (kaleidoscope) for- 
mat and back. This allows you to 
put the kaleidoscope patterns into 
your favorite paint program - or, 
more importantly, to import your 
paint program pictures into Print 
Shop and add text to them there. 

Hi-Tech Creations 

Another product along the same 
lines as Print Shop is Hi-Tech Cre- 
ation's Print Power, which comes 
on two disks in "enhanced density" 
format - you need an Atari 1050 
disk drive or equivalent. Print 
Power has seven fonts, 60 graphics 
and 20 borders, and can be used to 
create cards, signs, stationary and 
banners. Except for the banners, 
all of these can be turned 90 de- 
grees when printed. 

Banners can be an incredible 42 
pages long and can include multi- 
ple lines of text. The graphics can 
be printed in five sizes, but, as with 
Print Shop, only one graphic icon 
can be put on a page. However, 
these icons can be freely positioned 
on the page, unlike Print Shop's 
fixed positioning. There is no 
graphic editor, so you cannot cus- 
tomize an icon or create your own. 

Banners can use up to 11 differ- 
ent text sizes, other items can use 
three. Special text effects include 
bold, italics, outline, shadow, 3-D 
and shadow italics. These special 
effects can be varied by line of text, 
and up to four different fonts can 
be used on a page. You can even 
arrange it so that text shows 
through background graphics if you 
like. When designing the card, the 
screen display is less clear and de- 
tailed that Print Shop's. Further, 
you must make all your choices 
from text on the screen, referring to 
a separate reference card to see 
what each graphic or border actual- 
ly looks like. But then, Print Power 
only costs $14.95! 

Also from Hi-Tech comes the 
Sesame Street Print Kit, which 
works much like Print Power but 



includes the Sesame Street charac- 
ters to use in making storybook 
pages. In addition, the Kit can use 
all the borders, graphics and fonts 
that come with Print Power. 

Awardware lets you choose 
from 20 different borders, five dif- 
ferent fonts and 25 different graph- 
ics to build award printouts. The 
last template you created is always 
easily available, or you can load 
one of the many templates included 
with the product. These are shown 
only in the accompanying docu- 
mentation, and there are nearly 100 
unique types of award templates, 
so keep the manual handy. 

The Converter 

The Converter from No Frills 
Software is a remarkable utility that 
adds considerable functionality to 
Print Power, Sesame Street Print Kit, 
Awardware and even has some 
tricks to enhance Newsroom (re- 
viewed later). The Converter lets 
you convert graphics from one for- 
mat to another. It can load Print 
Shop icons, Awardware graphics 
and seals, Print Power graphics and 
Sesame Street Print Kit graphics. It 
can save Awardware graphics, 
Awardware seals, Print Power 
graphics and Newsroom clip art. 

Note that one thing The Convert- 
er does not do is save icons in the 
Print Shop format. You can load 
any of the readily available Print 
Shop icons, however, and save 
them as Print Power graphics or 
Newsroom clip art. 

Once a graphic is loaded, anoth- 
er powerful feature comes into 
play, The Converter's graphic edi- 
tor. This editor can modify any 
graphic it can load. As a result, 
you can use The Converter to edit 
your Print Power graphics, filling in 
for the missing Print Power graphic 
editor. You can create new graph- 
ics and seals for Awardware, which 
also lacks an editor. The Converter 
is "smart" enough to determine the 
format of a disk it's reading, and 
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adjust to match, even with the un- 
usual Print Shop format. The Con- 
verter can even format disks in any 
format it can save in. 

Page Designer 

Xlent Software produces two 8- 
bit products designed to lay out 
pages suitable for signs and 
newsletters. Page Designer splits 
a page into top and bottom halves. 
Each half fills an entire screen, so 
that you must switch between two 
screens to lay out an entire page. 
This display method increases the 
resolution of the page, letting you 
do some pretty fine detail work. 

Page Designer lets you load a 
Graphics 7.5 or Graphics 8 picture 
to either the top or bottom of the 
page. Compacted KoalaPad pic- 
tures won't work directly, but there 
is an option from the main menu to 
uncompact such pictures, so you 
do have access to them. A very 
simple graphic editor, the Sketch- 
pad, lets you generate designs, 
draw shapes, plot points, or modify 
pictures loaded from disk. You se- 
lect your drawing tools and draw 
with a joystick. 

Page Designer also lets you add 
text to the page, in either 40 or 80 
column mode. Text must be laid 
on top of any graphic, since load- 
ing the graphic wipes out any text 
underneath. Page Designer is 
unable to load text from disk, in- 
stead you must type it in directly. 
The printouts are very high quality, 
and the results can be saved to 
disk. 

Typesetter 

Typesetter is Xlent's more ad- 
vanced package. It also starts with 
the concept of the blank page, to 
which you can add graphics and 
text. Typesetter allows very high 
resolution (704x624 on a 48K ma- 
chine, 768x640 on a 130XE), taking 
full advantage of the extra memory 
in 130XEs. Typesetter lets you edit 
a page with much higher resolution 



than the Atari screen by turning the 
screen into a scrolling window of a 
much larger page. The main screen 
is kept resident in memory at all 
times. 

You can add text directly to this 
screen. Typesetter supports 32 
sizes of text, and can use any stan- 
dard 8-sector font. You can vary 
not only the height but the width of 
a character as well. You can rotate 
characters in 90 degree increments 
and type in any direction (useful 
when using rotated characters). 
Special "sliced" characters and ital- 
ics are also possible in the text edi- 
tor. 

You add text simply by typing it 
in. Again, you cannot load text 
from disk. Editing your text can be 
very tedious, especially if you have 
to add a new line in the middle of 
the page. There's no way to insert 
a new line, so you end up retyping 
anything below the new line you 
wanted to add. (This is also true of 
Page Designer.) 

Typesetter contains a graphic ed- 
itor. To keep as much memory 
available as possible for the high- 
resolution page, you have to load 
this editor separately, making it a 
somewhat tedious process to switch 
between the main text screen and 
the graphic editor. 

You can design your own icons 
in the graphic editor, save the icon 
to disk or "stamp" it onto the main 
screen. The editor has tools for 
drawing shapes, doing six pattern 
fills, plotting points and lines, and 
inverting the screen. As with Page 
Designer, the editor is joystick- 
controlled and very easy to use. In 
the 130XE version, you can use a 
KoalaPad or Atari Touch Tablet to 
control the graphic editor as well. 
You can load standard 62-sector 
graphics (such as those created 
with MicroPainter) directly to the 
screen. You have the choice of 
loading the picture to the middle 40 
columns of the page or expanding 
it to fill the whole width of the 



page. 

Typesetter can load Page De- 
signer pages, save its own pages 
and load them and, of course, print 
out the results. There are three dif- 
ferent options for printing - vertical 
full height (normal), vertical half 
height, and horizontal full side- 
ways. 

Xlent Utilities 

Xlent also produces a utility to 
make it easier to work with their 
products, called Rubber Stamp, ft 
lets you create and save your own 
icons, typically for use with Type- 
setter. It can also convert Print 
Shop icons to Typesetter icons, 
print labels, and edit 16x16 high 
resolution fonts for use with Type- 
setter. The Rubber Stamp graphic 
editor is quite versatile. It lets you 
edit four icons at once, and move, 
expand, shrink, mirror, duplicate, 
reverse and invert any icon. You 
can use a joystick or touch tablet, 
and it has the capabilities to do cir- 
cles, spheres, ellipses and boxes. 
Again, the manual is weak, but the 
package is relatively simple to use. 

The final tool in the Xlent tool- 
box is Print Shop Interface. With 
this program, you can create Print 
Shop icons and fonts from 62-sector 
picture files, change a picture file 
into the Screen Magic format, and 
capture part of a picture file as a 
Print Shop icon. You can also con- 
vert a Typesetter icon to a letter in 
a Print Shop font, so you can have 
multiple graphics on a Print Shop 
page. PS Interface can also convert 
Print Shop fonts into Typesetter. 

The Newsroom 

Springboard's The Newsroom 

puts five different "departments" at 
your disposal to publish your news- 
paper - the Press, Copy Desk, Ban- 
ners, Layout and Photo Lab. These 
are selected from a main menu 
screen using the joystick. 

You need to understand how a 
simple newsletter front-page is laid 
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out. Across the top of the page is 
the banner, where your headline 
goes. The rest of the page is bro- 
ken up into six equal panels - two 
columns with three panels each. 
You can also choose to dispense 
with the banner and have a page 
consisting of eight equal panels. 

Printed results from The News- 
room are excellent and certainly 
worthy of being used in a newslet- 
ter, provided you can live with the 
panel-restricted layout. Another 
Important Note: The Newsroom has 
difficulty working with anything but 
the Atari 1050 disk drive and Atari 
850 printer interface. 

The Newsroom includes over 
600 pieces of clip-art, and other 
disks are available. You can also 
create your own clip-art using The 
Converter, as explained above. 
Text can be in one of several fonts 
and sizes. You can also use the 
Graphics Tool section to add lines, 
circles, plot points and pattern fills. 
There are 10 pen shapes and fill 
patterns, and the Graphic tool even 
includes a magnify function for 
drawing pixel-by-pixel. The ban- 
ner is limited to a pre-set size, but 
within that limitation, you have ev- 
erything you need to make a fancy 
headline. There is even an Undo 
function (called "Oops") which is 
available in several other depart- 
ments as well. 

Once you complete a banner, 
you can start putting together your 
other panels. These usually consist 
of graphics (visit the Photo Lab) 
and some text (visit the Copy 
Desk). The Photo Lab offers the 
same tools as the banner, although 
here you can cut out part of your 
creation for use as the actual photo. 

At the Copy Desk, you add text 
by typing it into a simple word pro- 
cessor. This tool even includes 
some block functions. Three differ- 
ent fonts and two sizes are 
available, with the larger font being 
more appropriate for a headline, 
while the smaller font is used for 



the body of the article. One large 
and one normal size font can be 
mixed in a panel, though not on 
the same line. The text automati- 
cally flows around a photo, and 
you can even move the photo and 
the text will reflow around it. 

To complete a newsletter, you 
must finish all six or eight panels 
and save them to disk. Then you 
use the Layout department to spec- 
ify the position of the panels on the 
page and use the Press department 
to print them out. Note that it's up 
to you to make sure that text in 
panels flows smoothly from one to 
another. There is no way to load 
word processor text from disk and 
place it in a panel. 

News Station 

News Station from Reeve Soft- 
ware is similar to The Newsroom in 
its layout concept. Eight panels 
(called "plates") make up the page. 
News Station itself doesn't support 
a banner, but by adding News Sta- 
tion Companion, you can use 
banners. As with The Newsroom, 
each panel is saved separately to 
disk, but News Station Companion 
lets you combine all eight files into 
one (much smaller) file for printing. 

News Station toggles between 
graphics and text modes using 
keystrokes. In graphics mode, you 
can import 62-sector picture files 
directly, add multiple Print Shop 
icons in three sizes, or create your 
own pictures using the graphics ed- 
itor. You can also import and com- 
pressed picture files using a utility 
included in News Station Compan- 
ion. The graphics editor includes 
all the standard functions, and can 
be controlled with a joystick or 
touch tablet. 

In text mode you enter your 
text, either typed in directly from 
the keyboard or loaded from an 
ASCII file on disk. This is the only 
package with this capability. Un- 
fortunately, News Station does not 
support word wrap. 



News Station comes with five 
built-in fonts, but can use any stan- 
dard font - in eight widths and 
heights. This variation in width 
and height lends considerable flexi- 
bility in constructing headlines, 
sub-heads and the body of the text. 
Multiple fonts can be used in a 
panel, even mixing them on a line. 
However, News Station does not 
automatically flow text around 
graphics. When importing ASCII 
text, the text must be short enough 
to fit in one panel. 

Fortunately, News Station Com- 
panion adds still another capability. 
It can load a large text file and au- 
tomatically break it down into the 
eight panels for you. This page can 
have one, two or three columns as 
well. If the file is longer than a 
page, the text can be continued on 
other pages, another feature unique 
to the News Station with its Com- 
panion. A 



The Converter $19.95 
No Frills Software, 800 East 23rd Street, 
Kearney, NB 68847. (308) 234-6250. 

Awa rd wa re $14.95 
Sesame Street Print Kit $1 2.95 

Print Power $14.95 
Hi-Tech Expressions, 1700 N.W. 65th 
Avenue, Suite 9, Plantation, FL 33313. 
(305)584-6386. 

Icon Printer $10 
Video Jukebox $10 
Shepherd Software, 1215 West Jackson, 
Spearfish, SD 57783. 

Print Shop § 49 - 95 
Print Shop Companion $34.95 
Broderbund Software, 1 7 Paul Drive, San 
Rafael, CA 94903. (41 5) 492-3200. 

News Station $29.95 
News Station Companion $29.95 
Reeve Software. 2£W1 50 Old Farm 
Lane, Warrenville, IL 60555. (312) 393- 
2317. 

The Newsroom $49.95 
Clip-art Volumes 1 -3 $29.95 each 

Springboard Software, 7808 Creekridge 
Circle, Minneapolis, MN 55435. (61 2) 
944-3912. 

Typesetter $34.95 
Page Designer $29.95 
Rubber Stamp $29.95 
PS Interface $29.95 
XLENT Software, P.O. Box 5228, Spring- 
field, VA 22 1 50. (703) 644-888 1 . 
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TYPING SPECIAL ATARI CHARACTERS 



The Atari Special Characters and 
the keys you must type in order to 
get them are shown below: 

For [CONTROL] key combina- 
tion, hold down [CONTROL] while 
pressing the next key. For inverse 
[CONTROL] [A] through 
[CONTROL] [Z], press the [3] 
key-— or [A ] on the 400/800— then 
release it before pressing the next 
key. (Press [ B ] or [ A ] again to turn 
off inverse.) For [ESC] key combina- 
tions, press [ESC] and then release 
it before pressing the next key. 

Carefully study the chart above 
and pay close attention to differ- 
ences between lookalike characters 
such as the slash key's [/] and the 
[CONTROL] [F] symbol [0]. 



NORMAL VIDEO 



FOR 


TYPE 


FOR TYPE 


THIS 


THIS 


Tnlb TMI5 


H CTRL 


> 


SB CTRL S 


LB CTRL 


A 


ffi CTRL T 


HI CTRL 


B 


M CTRL U 


CJ U 1 ML 


r- 
U 


U CTRL V 


91 CTRL 


D 


ffl CTRL W 


til U 1 ML 




H CTRL X 


0 CTRL 


F 


B CTRL Y 


IB CTRL 


G 


ffl CTRL Z 


Si CTRL 


H 


H ESC ESC 


Q CTRL 


I 


ffl ESC CTRL - 


kJ CTRL 


J 


ffl ESC CTRL = 


O CTRL 


K 


ffi ESC CTRL + 


D CTRL 


L 


ffl ESC CTRL * 


n CTRL 


M 


ffl CTRL . 


□ CTRL 


N 


ffi CTRL ; 


E) CTRL 


0 


ffl SHIFT - 


BB CTRL 


P 


B ESC SHIFT 


ffl CTRL 


Q 


CLEAR 


H CTRL 


R 


91 ESC DELETE 
ffl ESC TAB 



INVERSE VIDEO 



FOR 
THIS 

□ 



□ 

□ 

D 
□ 
□ 



TYPE 
THIS 

ESC 
SHIFT 

DELETE 
ESC 
SHIFT 

INSERT 
ESC 
CTRL 
TAB 
ESC 
SHIFT 

TAB 
A CTRL . 
A CTRL ; 
A SHI FT = 
ESC CTRL 2 
ESC 
CTRL 

DELETE 
ESC 
CTRL 
INSERT 



TYPO II AUTOMATIC PROOFREADER 

TYPO II automatically proofreads Antic's type-in BASIC listings. Type in the listing below and SAVE a copy to disk 
or cassette. Now type GOTO 32000. At the prompt, type in a single program line without the two-letter TYPO II 
code at the beginning. Then press [RETURN]. 

Your line will reappear at the bottom of the screen. If the TYPO II code does not match the code in the magazine, 
then you've mistyped your line. 

To call back a previously typed line, type [*], then the line number, then [RETURN]. When the completed line ap- 
pears, press [RETURN] again. This is how TYPO II proofreads itself. 

To LIST your program, press [BREAK] and type LIST. To return to TYPO II, type GOTO 32000. To remove TYPO 
II from your program, type LIST "D:FILENAME",0,31999, then [RETURN], then NEW, then ENTER "D: FILENAME", 
then [RETURN]. Now you can SAVE or LIST your program to disk or cassette. 



Don't type the 
TYPO II Codes! 



MB 
UM 

HS 

BN 

YC 

EM 
HS 

XH 



TH 
MF 



32600 REM TYPO II BY ANDY BARTON 

32816 REM UER. 1.8 FOR ANTIC MAGAZINE 

32828 CLR :DIM LINES C128> : CLOSE «2:CL0 
SE «3 

32838 OPEN »2 , 4 , 8 , "E" : OPEN «3,5,8,"E" 

32848 ? "«" : POSITION 11,1:? "flNU[i«MHB" 

32858 TRAP 32848 : POSITION 2,3:? "Type 
in a prosraH line" 

32868 POSITION 1,4:? " : INPUT «2;LINE 
S:IF LINE«="" THEN POSITION 2,4:LI5T B 
:G0T0 32868 

32878 IF LINE*ci,lJ=«*« THEN B = U AL <L IN 
E$c2,LENcLINES)>> -POSITION 2,4:LI5T B: 
GOTO 32868 

32888 POSITION 2,18:? "C0NT" 

32898 B = UALCLINESJ :P05ITI0N 1,3:? " ; 



NY 
CN 
ET 

CE 
QR 



UU 

UJ 
JU 
EH 
BH 
HB 
IE 

UG 



2188 
2118 
2128 

P05 
2138 
2148 
INES 
TO 3 
2158 
NS+ c 
2168 
2178 
2188 
2198 
2268 
2218 
LCOD 
2228 

Mat 
ove . 



POKE 
POKE 

? 

ITI0N 
C = 8 : A 
POSIT 

= •••• TH 

2658 
FOR D 

C*A5C c 
C0DE = 
C0DE = 
HC0DE 
LC0DE 
HC0DE 
POSIT 

E) 
POSIT 

c h pre 

••:G0T0 



842, 13 : STOP 
842, 12 

: POSITION 11,1:? "■UNIlJmHtliiB 

2,15:LIST B 
N5 = C 

ION 2,16:INPUT «3;LINES:IF 
EN ? "LINE ";B;" DELETED" ' G 

1 TO LEN CLINES* : C=C+1 : AN5= 
LINES CD, DJ>> : NEXT D 
INT CAN5'676> 
AN5- CC0DE*676> 
= INT cCODE/26) 
= C0DE- CHC0DE**2 6 5 + 65 
=HC0DE+65 

ION 8,16:? CHRS CHC0DE) ; CHRS 



ION 2,13:? 

ss ■mrsftimtirci 

32856 



•If CODE does no 
and edit line a 
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ANTIC HIGH ROLLERS 



DICE-THROWING EXCITEMENT COMBINES LUCK WITH STRATEGY 



Article on page 9 



LISTING 1 



Don't type the, 
TYPO II Codes! 



BY 
PV 
YP 
QB 
OK 

ZT 
LM 
HP 
NG 
1U 
DY 
TO 
OP 
FT 
LM 

RS 
CX 
ZT 
CD 

BT 



GH 



RC 

TJ 
ME 

UK 
HX 
MM 

BJ 
ET 
MT 
ZM 
PF 
EF 
EJ 
PJ 
CD 
AX 
ZH 
OL 
ZO 

JR 



DU 

FF 

UP 

MM 
UO 

DS 
DA 
TB. 
IK 

AT 

CY 
CN 

OL 

DO 
PG 
DF 



1 REM HIGH ROLLERS 

2 REM BY FRANK WALTERS 

3 REM cc>1998, ANTIC PUBLISHING, 
16 GOTO 678 

28 POSITION 18,23:? " 



INC 



38 RETURN 

48 rem wramifla 

58 FL=8:F0R 1=1 TO 6 

68 IF CCU=3 THEN TEMP=TEMP+1086 : FL=1 

78 NEXT I 

88 FOR 1=1 TO 3 

98 IF DCI>=1 THEN TEMP=TEMP+188 * FL=1 
188 IF Dcl>=5 THEN TEMP=TEMP+56 * FL=1 
118 NEXT I 

128 IF NOT FL THEN TEMP=8:G0SUB 298:G 

OSUB 428:G0SUB 158 

138 FL = 8 » RETURN 

14 8 REM HMCWGSHiroBMj 

158 IF TEMP=8 THEN 218 

168 IF T0TALCP>+TEMP<=3888 THEN GOTO 1 

78 

165 POSITION 18,23:? " HfflmwaraSBfflWraaBBH 
: GOSUB 1828:F0R 1 = 1 TO 386:NEXT I: 
FL=l:GOTO 218 

178 IF TOTAL cps=8 AND TEMP<588 THEN PO 
SITION 18,23:? H DnS@[ClH@@[s]BD[Qa@ammO" ; : F 
OR 1=1 TO 368:NEXT I:GOTO 468 
188 TOTAL cpi=TOTAL (P>+TEMP : TEMP = TOTAL c 
P> :GOSUB 298:T0T*(P*4-3,P*4*=TEMP* 
198 GOSUB 428 

288 IF TOTAL cP> =3888 THEN POP :GOTO 54 
8 

218 POSITION 24,P*2+1:? 
228 POSITION 1,P*2+1:? " 

238 GOSUB 28:IF TEMP AND NOT FL THEN 
GOSUB 1888 

248 IF FL THEN TEMP=8 

258 IF NOT TEMP THEN GOSUB 1828 

268 TEMP*="":TEMP=8:FL=8 

278 RETURN 

28 8 REM SMfflfflmnBBSfflHH 
298 TEMP*="" 

388 IF TEMP<1888 THEN TEMP*cl*=" 
318 IF TEMP<188 THEN TEMP*C2>=" 
328 IF TEMP<18 THEN TEMP*c3>=" 
338 TEMP* cLENcTEMP*»+i:>=STR* cTEMPJ 
348 RETURN 

358 REM fflCQO(BQWBBffl[iBHHm@@[B 

368 POSITION 8,8:? "HIIIIIIIIHIIIHIB^ 

ttEnnsiaiiiHiiiiiiiiiii ■ * 

378 POSITION 5,1:? "Planer Bank 
Score Wins" POSITION 8,2:? LINE* 

388 FOR 1=1 TO PN 

398 POSITION 5,1*2+1:? PLAYR*cl*18~9,I 
*18) i "-Kffl" : ? LINE* 

488 IF WINclJ THEN TEMP = WIN (I) : GOSUB 2 
98:P0SITI0N 35,1*2+1:? TEMP* : TEMP=8 
418 NEXT I : RETURN 

428 POSITION 18,P*2+1:? TOT* cp*4 - 3 , P*4 
J : RETURN 

438 REM fflrilOGMHSfflBHBfflGlH 

448 P=P+l:POKE 77,8:IF P>PN THEN P=l 

458 POSITION l,P*2+l:? AR* 

468 GOSUB 28 : POSITION 18,23:? "liKllBmBBH 

DnoBamnzioiaB-* ; 

478 IF STRIGC8J=8 THEN GOSUB 648:G0SUB 

158:G0T0 448 
488 IF STICKC81=15 THEN 478 
498 GOSUB 28:F0R D=l TO 3:G0SUB 958:NE 
XT D:GOSUB 988 

588 60SUB 58:G0SUB 298 : IF TEMP THEN PO 

SITION 24,P*2+1:? TEMP* 

518 IF TEMP=8 THEN 448 

528 GOTO 468 

538 REM OTfMDSSBttfflQJfllllinS 



XC 

HH 

MT 

TB 

AY 

NS 

CY 
GH 

MM 

UU 
FH 



ZM 
RK 
TG 



5W 
UH 

OC 

OL 
MB 

UU 

PL 

KF 

UN 
QL 
BG 
NO 

HU 
5P 
DT 
XJ 

BE 

DU 
PR 

UP 



KS 
JP 
OJ 
ZN 

zx 

OQ 

DZ 
GU 



EE 



548 FOR X=248 TO 58 STEP -2:S0UND 8,X, 
18,8:NEXT X:SOUND 8 , 6 , 6 , 8 : MIN cp> =UIN cp 
>+l'IF HINCP>>9 THEN WINcp>=9 
558 POSITION 24,P«2 + l:? "HBE3 ":PQSITIO 
N 1,P*2 + H? "B5B" 

568 POSITION 8,23<? "@DHfflO=REPL A Y BSHH 
(80=REST ART fflfflfmmffl=QUIT" ; 

578 FOR 1=1 TO 18:IF NOT FL THEN POSI 
TION 28,P*2*1»? "IHOlMiaB" 

588 IF PEEKC53279J=6 THEN FL=8:P0KE 71 
2,8:60T0 1838 

598 IF PEEKC53279>=3 THEN GRAPHICS 8 : P 
OKE 82,2:END 

688 IF PEEKC53279J=5 THEN RUN 

618 IF FL THEN POSITION 28,P*2+l:? "WI 

NNE R*' 

628 NEXT I:FL= NOT FL : POKE 712,PEEKc53 
7783 : GOTO 578 

638 rem [§QiuHnBLaGi@@Bmsramr:<[3iBnii][i[i 

648 IF TEMP=8 THEN GOSUB 28:P0SIT10N 1 

2,23:? •• raaanBonrasfi"; :for i=i to 388: 

NEXT I:POP :GOTO 468 

658 RETURN 

66 8 REM OBnOHHSHHP^H 

678 DIM D*C162» ,D(6> ,Cc6> ,TEMP*c4> ,NAM 
E* cm , PL AYR* c8 8> , LINE* c48> , AR* c3) i AR* 

— ** — ~ y 

688 LINE*="H" : LINE* c46*=LINE* : LINE* c2* 
=LINE* 

6 98 D * = "BBfltfi^S^BnBSt^^^BBBnBB^W^^BBB^^^ 

788 PLAYR*="-" : PL AYR* c88>=PLAYR* I PL AYR 
*C2*=PLAYR* 

718 FOR 1=1 TO 6 : D els =8 : C cis =8 :NEXT I 
728 GRAPHICS l:POKE 788,18:P0KE 718,8: 
POKE 711,88:P0KE 752 , 1 : POSITION 4,3:? 
«6;-hi9h rollers'* 

738 POSITION 9,9:? »6 ; "050" : POSITION 4, 
11:? «6;*'BHBffliaHnmnOHHS- : POSITION 4,15: 
? «6;"IN5TRUCTI0NS?" 

748 POSITION 8,17:? »6 ; c Y'N* : POKE 65 

7,14:F0R 1=1 TO 5 STEP 2:? D*cl*17l6, 

1*17* ; "fflfflBBEB" ; :NEXT I : POKE 82,8 

758 GOSUB 1228:IF K=89 OR K=121 THEN 1 

856 

768 IF K=78 OR K=118 THEN 796 
778 GOTO 758 

788 rem r^D^BQnmBism^aGnmriir^ 

798 GRAPHICS 8:P0KE 752,l:P0KE 718,128 
:POKE 82,8 

868 ? "HOW MANY PLAYERS?"; 
818 GOSUB 1226 

828 IF K<49 OR K>56 THEN 816 

838 PN=K~48:? PN:DIM TOTAL <PNa , TOT* cPN 

*4i:F0R 1=1 TO PN : TOT AL cl> =8 : NE X T I:TO 

T* C1J = TOT* CPN*4* = TOT* C2J =TOT* 

848 DIM WINcPN>:FOR 1=1 TO PN:WINcl>=6 
: NEXT I:POKE 752,8 
858 FOR 1=1 TO PN 

868 POSITION 2,1*2:? •'□PLAYER »••;!;•• N 
AME : Q"; : NAME*="" 

878 INPUT NAME* : L = LEN <NAME*> 1 F l >18 T 
HEN ? :? "MAX 18 LETTERS PLEASE!":FOR 
X=l TO b88:NEXT X:? "tB":GOTO 868 
888 IF NOT LEN (NAME*) THEN 866 
898 TRAP 48866 

986 PLAYR*clMie 9 , I*18J =NAML * 
918 NEXT I:POKE 752,1 
928 GOSUB 368 : P=INT CRND (8>*PN3 
938 GOTO 448 

94 8 rem [iimiinBmmBnrcii^ 

956 FOR Y=l TO 18 : D cD> =INT CRND C6> *6> +1 
POSITION D*6 + 6,19:? D* (D (D» *17 - 16 , D CD 
J*17» 

966 SOUND 8, 166, 12, 15 : SOUND 6,8,6,8:NE 
XT Y : RETURN 
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97 8 REM U[i)fcimiIBH[l[MBBraa[§@ 

980 FOR X=l TO 6 : C CX> =9 : NEXT X»FOR D=l 

TO 5:CCDCD1>=CCDCD>>+1:NEXT D : RETURN 
9 90 REM HLilHJWIlilBHmmiilHinjnHWIfsIB 

1000 FOR X=l TO 2:50UND 0,3,0,8:FOR V= 
1 TO 8:NEXT Y : SOUND 0,0,0,0 
1010 FOR Y = l TO 3:NEXT Y : NEXT X:FOR X = 
14 TO 0 STEP -0.3:SOUND 0 , 5 , 10 , X : SOUND 

1,20,10,X:NEXT X : RETURN 
1020 FOR X = 8 TO 12:50UND 0 , 50 , X , 8 : NEXT 

X:FOR X=l TO 20:NEXT X*SOUND 0,0,0,0: 
RETURN 

1030 L = LEN cTOTS J :TOT*= TOT*cL)=TOT* 

:TOT*c2>=TQT*:FOR 1 = 1 TO PN : TOTAL cl> =0 
' NE X T I 

1040 TEMP=0:TEMP*= GOTO 920 

1050 GRAPHICS 0 : POKE 752,1»P0KE 710,22 
4 

1060 ? ■•■■■■■■HmHHHmHHnmmsBnraMKiHHfflBmm 
nnmramanM" 

1070 ? " A3 dice sane for 2 to 6 pia 
vers. If less than 4 players, reconrie 



player enter nane 2 or 3 



nd each"; 
1075 ? " 
t i nes . 

1080 ? :? "OBJECT: To be the first pia 

yer to bank exactly 3000 points.":? 

1090 ? "JOYSTICK «l: PUSH TO ROLL DIC 

E":? ," TRIGGER TO PASS TURN":? :? 

"SCORING ON EACH ROLL:":? 

1100 ? " Any 3 of a Kind = 1000 poi 

nts":? ," Each ace = 100 points":? ,•■ 

Each five = 50 points":? 

1110 ? "The Player nay continue roilin 



JU 
JA 
JR 
UG 
YR 
CU 
LZ 
KF 

AC 

MS 

YZ 

YY 

TO 
MG 

HN 



a as ions as he/she scores on each roi 
l . " ; 

1115 ? " The turn ends on a 'no-score* 

or a pass." 
1126 G 0 5 U B 1210:? " (^■■■■■■■□SSBBBBBBBfTI 

nnBcu iHBnrrjrBBramsHBnBBBBB • • 

1130 ? "Opening BANK deposit requires 

a Nininun of 500 points."; 

1135 ? " Subsequent deposits nay be a 

s little as 50 points.":? 

1140 ? "If the point score would cause 

the BANK to exceed 3000 points,"; 
1145 ? " the points are forfeited an 
d the turn passed." 

1150 ? :? "Any tine a no-score is roll 
ed,"; 

1155 ? " the turn is passed to next pi 
ayer and ail points on that turn are f 
or f e i ted . " 

1160 ? :? "ORDER OF PLAY: The first 
player is selected at randon and th 
e turn passes in sequence.":? 

ODDS: Any triple - 6 out 
? " Any score - 156 o 



1170 ? 
of 216* 
ut of 216' 
1180 ? 
of 216* 

1190 GOSUB 1210:IF K=49 THEN GOTO 1050 



Any no-score 



60 out 



1200 GOTO 790 

1210 POSITION 6,23:? 

mBtimmnnmrnrnfl" i 

1220 OPEN «1,4,0,"K:' 
1 : RETURN 



'BBnsssflmmBflramejflG 

: GET ttl,K:CLOSE « 



ANTIC MUSIC TRANSPOSER 



INSTANT KEY CHANGES FOR ANY ANTIC MUSIC PROCESSOR SONG 



Article on page 11 



LISTING 1 



Don't type the 
TYPO II Codes! 



10 REN MUSIC TRANSPOSER 
20 REM BY JOE CABUK 

25 REM cc>1990, ANTIC PUBLISHING, INC 

30 REM FOR ANTIC MUSIC PROCESSOR 
40 REM FROM ANTIC, JUNE 89 & DEC 88 
50 OFF=40000 

60 DIM FN$C15>,MU$C25600>,KEY5IG$C34>, 
OFFSETS c34> , KEY* c2> , OS ell 

100 ? "H ANTIC MUSIC PROCESSOR TRANSPO 

SER" 

105 TRAP 110 

110 ? :? " Enter Source Sons File 

Nane (Include Drive " 

120 ? :? " e.g. D2 : MY50NG -EXT 

"; : INPUT FN* 
130 ? :? " Loading... ";FN* 
140 CLOSE «1 
150 OPEN »1,4,0,FN* 
160 TRAP 230 
170 1=0 
180 GET «1,A 
190 1=1+1 

200 MUS (I>=CHR$CA> : REM READ THE SONG I 
NT 0 THE STRING MU* 
210 GOTO 180 

229 REM GET ERROR NUMBER 

230 ERR=PEEKC195J 

240 IF ERR=136 THEN 260:REM END-OF-FIL 

E ERROR ALLOWS CONTINUATION 

250 ? "ERROR NUMBER " ; ERR ; " HAS OCCURR 

ED":CL0SE ttHSTOP : REM OTHER ERRORS ST 

OP EXECUTION 

260 CLOSE *tl 

265 TRAP 300 

300 ? :? "Enter the nunber of sharps o 
r fiats in the key signature of the 
piece you are transposing." 

310 ? "e.g. 2», 2S, 2b, or 3F" 



EM 
LF 
IA 

5F 

TU 

UG 

CX 
AA 



HF 
SC 



LX 
YJ 



TN 
EQ 
FB 
IF 

SK 

PU 
ST 
CL 
05 



GT 
UB 

DP 
DS 
LH 



320 INPUT KEY* 
325 TRAP 300 

330 IF KEY*c2,2>=' 



THEN KEY*c2,2>="» 



340 IF KEY* C2, 2»="b" THEN KEY«c2,2»="F 
ti 

350 KEY5IG$="0«1«2«3»4«5»6«7»0F1F2F3F4 
F5F6F7FXX" 

360 OFFSET$="000702090411 06010005100 30 
801061199" 

370 FOR K=l TO 34 STEP 2 

380 IF KEY$C1,2>=KEYSIG$CK,K+1> OR KEY 
SIG$CK,K+1>="XX" THEN 0FFSET1=UAL cOFFS 
ET$ CK, K+li J : GOTO 400 
390 NEXT K 

400 IF 0FFSET1 = 99 THEN ? "■HDHBSmBHHPDH 

EHHHGM. . • ":? : GOTO 300 
405 TRAP 410 

410 ? :? "Enter the nunber of sharps o 
r fiats in the Key signature you are 

420 ? "transposing into." 

430 ? "e.g. 2«, 25, 2b, or 2F" 

440 INPUT KEY* 

450 IF KEY*C2,2>="5" THEN KEY* c2 , 2> ="tt 
460 IF KEY* C2, 2>="b" THEN KEY* c2 , 2> ="F 
465 TRAP OFF 

470 ? : ? " Working ..." 

500 FOR K=l TO 34 STEP 2 

510 IF KEY*ci,2>=KEYSIG*cK,K+l> OR KEY 
5IG*cK,K+lJ="XX" THEN 0FF5ET2=UAL cOFFS 
ET*CK,K+1»J :G0J0 530 
520 NEXT K 

530 IF 0FFSET2=99 THEN ? "■SamSSGnGBBM 

ElSmHfflH. . .":G0T0 410 

540 0FFSET=0FFSET2-0FFSET1 

550 U0ICE=1 

600 FOR 0=17 TO LENcMU*> STEP 3 
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LA 
RQ 



RE 
FY 
HO 
FU 
GU 
JO 
RB 

UM 

OY 
OU 
NJ 
CD 



LX 
LI 
ON 
fiZ 
DQ 
LQ 
AT 



UG 

NR 
MA 
BY 
LN 
OS 
BE 
DU 
LU 
QD 
UK 
EN 



618 IF flSCcriU«CQ,Q» >65 AND ft5C<MU$cQ, 
03X255 THEN 680 

626 IF MUS cfl, Q+2> ="CCO" THEN UOICE=UOI 
CE+l:GOTO 679 : REM INUERSE ESCAPE- CONTR 
OL - INSERT 

630 A = ASC CMU* COJ J : A=A+OFFSET 
648 IF A<8 THEN A=A+12 
658 IF A>64 THEN A = A12 
668 Q$=CHR$cA> :MU$cQ,Q>=Q$ 
678 IF U0ICE=5 THEN 788 
688 NEXT Q 

788 IF K<17 THEN MU$ cQ + 4 , 0 + 4J = REM 
CONTROL COMMA 

718 IF K>16 THEN MU$ cfl + 4 , 0 + 4 J =••*'■: REM 
CONTROL A 

728 B=UALcKEY$ci,l>> 

738 MU$ cQ+5, Q+5>=CHRS cB> 

735 TRAP 888 

888 ? "H"x? :? "ENTER THE FILENAME FOR 
THE TRANSPOSED SONG clNCLUDE DRIUE *> 
e.g. D : NEWKEY . EXT" 
818 ? "; :INPOT FN* 

828 CLOSE ttl 
838 ? :? " Savins 
848 OPEN «1,8,0,FNS 
858 PRINT »1;MU$ 
868 CLOSE «1 
988 ? :? "TO MAKE A 

TRANSPOSED SONG 
RIUE tt AND FILENAME • " 

918 ? "e.g. D2 : FILENAME . EXT" : ? *? 
NO BACKUP IS DESIRED, ENTER AN N . " 
915 TRAP 988 
928 ? " "; * INPUT FN* 

938 IF FN*="N" THEN 998 
948 CLOSE «1 

958 ? :? " Savins... ";FN$ 
968 OPEN ttl, 8, 8, FN* 
978 PRINT ttl;MU* 
988 CLOSE «1 
985 TRAP OFF 

998 ? :? " FINISHED 
1888 END 



'; FN$ 



BACKUP DISK OF THE 
ENTER THE D 

•IF 



LISTING 2 



ML 

LZ 
LJ 

AJ 
MD 
FE 
AQ 

ZJ 

KQ 

TC 



XK 



UL 

LF 



18 REM MUSIC OCTAUE SHIFTER 
28 REM BY JOE CABUK 

25 REM cc>1998, ANTIC PUBLISHING, INC 

38 REM FOR ANTIC MUSIC PROCESSOR 
48 REM FROM ANTIC, JUNE 89 & DEC 88 
58 0FF=48888 

68 DIM FN*ci5>,MU*c29888>,AN$ci>,Q*cii 

188 ? :? "B ANTIC MUSIC PROCESSOR OCTA 
UE SHIFTER" 
185 TRAP 118 
118 f t? " 
Nane 



Enter Source Sons File 
(Include Drive «j • 



128 ? :? " 

138 ? :? " 
148 CLOSE «1 



e.s. D2 : MYSONG .EXT 
" J i INPUT FN* 
Loading . . . " ; FN$ 



YU 
LT 
FQ 
CH 
OS 
CY 

OT 
CM 

IC 
IH 

HK 



LK 
LM 
CT 



KU 
DJ 

LF 
UX 

MX 
SM 
DS 
LH 
LA 

RQ 



RE 
FY 
HO 
FU 
HQ 
JO 
NJ 
HJ 



LX 
LI 
ON 
AZ 
DQ 
LQ 
RM 



UG 

NR 
MA 
BY 
LN 
OS 
BE 
DU 
LU 
QD 
UK 
EN 



158 OPEN »1,4,8,FN* 

168 TRAP 238 

178 1=8 

188 GET »1,A 

198 1=1+1 

288 MU$cl>=CHR*cA> : REM READ THE SONG I 
NTO THE STRING MU$ 
218 GOTO 188 

229 REM GET ERROR NUMBER 
238 ERR=PEEKC1951 

248 IF ERR=136 THEN 268:REM ENDOFFIL 

E ERROR ALLOWS CONTINUATION 

258 ? "ERROR NUMBER " ; ERR ; " HAS OCCURR 

ED":CLOSE »1 : STOP : REM OTHER ERRORS ST 

OP EXECUTION 

268 CLOSE ttl 

265 TRAP 388 

388 ? :? "Do you want the sons shifted 
■fflp or HDown? 

(Type MUm or WEIM ■0@DfflIMZ]B:> " 

318 INPUT AN$ 

328 IF AN$C1,1J=»U" THEN 0FFSET=12 « GOT 
0 348 

325 TRAP 388 

338 IF AN*C1,1»="D" THEN OFFSET= - 12 : GO 
TO 348 

335 GOTO 388 

348 ? * ? " Working ..." 

558 U0ICE=1 

688 FOR 0=17 TO LENcMU*> STEP 3 

618 IF ASCCMU*CQ,Q>J>65 AND ASCcMUScQ, 

Q1X255 THEN 688 

628 IF MU«cQ,Q+2i="DDD" THEN UOICE=UOI 
CE + l:GOTO 678 : REM INUERSE ESCAPE - CONTR 
0LIN5ERT 

638 A=ASC CMU* CQJ > : A=A+0FF5ET 
648 IF A<8 THEN A=A+12 
658 IF A>64 THEN A=A-12 
668 Q*=CHR*CA> <MU«cQ,Ql=QS 
678 IF U0ICE=5 THEN 888 
688 NEXT Q 
735 TRAP 888 

888 ? "H"»? :? "ENTER THE FILENAME FOR 
THE SHIFTED SONG ClNCLUDE DRIUE «) 

e.s. D * NEWKEY . EXT" 
818 ? " "l i INPUT FN* 

828 CLOSE ttl 

838 ? J? " Savins... " ; FN* 
848 OPEN ttl,8,8,FN« 
858 PRINT «tl;MU$ 
868 CLOSE ttl 

988 ? :? "TO MAKE A BACKUP DISK OF THE 
SHIFTED SONG, ENTER THE DRIU 
E tt AND FILENAME." 

918 ? "e.s. D2»FILENAME.EXT"*? *? "IF 
NO BACKUP IS DESIRED, ENTER AN N." 
915 TRAP 988 
928 ? " "; (INPUT FN* 

938 IF FNS="N" THEN 998 
948 CLOSE ttl 

958 ? *? " Savins. . . " ; FN* 
968 OPEN ttl f 8,8,FN* 
978 PRINT ttl;MU* 
988 CLOSE ttl 
985 TRAP OFF 

998 ? :? " FINISHED" 
1888 END 



SPACE STATION 
MULTIPLICATION 



HEAD FOR OUTER SPACE TO BRUSH UP ON YOUR TIMES TABLES 



Article on page 13 



LISTING 1 



Don't type the, 
TYPO II Codes! 



KO 5 REM SPACE STATION MULTIPLICATION 
PM 17 REM BY BOB FOLLETT 



VU|9 REM ccil998, ANTIC PUBLISHING j 
LH|48 POKE 559,8:G0T0 9888 



INC 



JUNE/JULY 1990 
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45 rem onfflramHcaHnrofiiEifflw 

56 N=PEEKc?64i :PLOT B,181:PL0T B, 182=8 
=B+C:IF N = 255 THEN 56 

66 POKE 764,255:P0KE 53279 , 6 : D cX* =KEY c 
Nl :X=X+4 

76 ON KEY <N> GOTO 95 , 158 , 256 , 358 , 458 , 5 
58,658,758,856,956,1856,1186, 1286,24 88 

88 rem araratij 

98 PLOT X , Y : DRAUTO X+2,Y:DRAUT0 X+2,Y+ 
9 : DRAUTO X,Y+9:DRAUT0 X,Y:PLOT X+l, Y+l 
:PLOT X + l, Y+8:RETURN 

95 PLOT X * Y : DRAUTO X+2,Y:DRAUT0 X+2,Y+ 
8 : DRAUTO X,Y+8:DRAUT0 X,Y:GOTO 58 

99 rem mm 

188 PLOT X,Y+2:PL0T X,Y+i:PLOT X+1,Y:D 
RAUTO X+1,Y+9:PL0T X,Y+8:PL0T X,Y+9:PL 
OT X+2,Y+8:PL0T X + 2 , Y + 9 : RETURN 
158 PLOT X,Y+l:PLOT X+l,Y:DRAUTO X + 1,Y 
+8:PL0T X,Y+8:PL0T X+2,Y+8:G0T0 58 
198 REM Ofllffl 

288 PLOT X,Y:DRAUTO X+2,Y:DRAUT0 X + 2,Y 
+5 : DRAUTO X,Y+4:DRAUT0 X,Y+8:DRAUT0 X + 
2,Y+8:PL0T X,Y+l:PLOT X+l, Y+l 
218 PLOT X+1,Y+5:PL0T X , Y+9 : DRAUTO X + 2 
, Y + 9 : RETURN 

258 PLOT X,Y:DRAUTO X+2,Y:DRAUT0 X + 2,Y 
+4:DRAUT0 X,Y+4:DRAUT0 X,Y+8:DRAUT0 X* 
2,Y+8sG0T0 58 
298 REM 

386 PLOT X , Y : DRAUTO X+2,Y:DRAUT0 X + 2,Y 
+9:DRAUT0 X,Y+9:PLQT X,Y+8:PL0T X+1,Y+ 
8:PL0T X,Y+4:PLQT X+l, Y+4 

318 PLOT X,Y+5:PL0T X+l , Y+5 : PLOT X+1,Y 
+ 1 : PLOT X, Y + l : RETURN 

358 PLOT X,Y:DRAUTO X+2,Y:DRAUT0 X + 2,Y 
+8 ' DRAUTO X,Y+8:PL0T X,Y+4:PL0T X+1,Y+ 
4:G0T0 58 

398 rem rammm 

486 PLOT X,Y:DRAUTO X,Y+4*DRAUT0 X+2,Y 
+4:DRAUT0 X+2,Y:DRAUT0 X+2,Y+9:PL0T X, 
Y+5:PL0T X+l , Y+5 : RETURN 

458 PLOT X,Y:DRAUTO X,Y+4:DRAUT0 X+2,Y 
+4:PL0T X+2,Y:DRAUT0 X+2,Y+8:G0T0 58 
498 REM aOtCJH 

568 PLOT X+2,Y:DRAUT0 X,Y>DRAUTO X,Y+5 
: DRAUTO X + 2 , Y+4 « DRAUTO X+2 , Y+9 : DRAUTO 
X,Y+9:PL0T X+1,Y+1:PL0T X+2, Y+l 
518 PLOT X+1,Y+8:PL0T X+1,Y+5:PL0T X,Y 
+ 8 : RETURN 

558 PLOT X+2,Y:DRAUT0 X,Y:DRAUTO X,Y+4 
' DRAUTO X+2, Y+4 : DRAUTO X+2 , Y+ 8 : DRAUTO 
X,Y+8:G0T0 58 
598 REM HUH 

686 PLOT X,Y:DRAUTO X,Y+9:DRAUT0 X+2,Y 
+9:DRAUT0 X+2,Y+4»PL0T X+1,Y+5:PL0T X* 
1,Y+8:PL0T X+l , Y+4 » RETURN 

658 PLOT X,Y:DRAUTO X,Y+8:DRAUT0 X+2,Y 
+8:DRAUT0 X+2,Y+4:PL0T X+1,Y+4»G0T0 58 

698 REM HHraBGfl 

786 PLOT X,Y:DRAUTO X+2,Y:DRAUT0 X+2,Y 
+ 9:PL0T X,Y + l»PLOT X + l , Y + l * RE TURN 
758 PLOT X,Y:DRAUTO X+2,Y:DRAUT0 X+2,Y 
+8:G0T0 58 
798 REM rafilflfUO 

886 PLOT X,Y:DRAUTO X+2,Y'DRAUT0 X+2,Y 
+9:DRAUT0 X,Y+9»DRAUT0 X,Y«PLOT X+1,Y+ 
l:PLOT X+l,Y+4:PLOT X+l, Y+5 
818 PLOT X+1,Y+8*RETURN 

858 PLOT X,Y:DRAUTO X +2 , Y : DRAUTO X+2,Y 
+8:DRAUT0 X,Y+8:DRAUT0 X,Y:PLOT X+1,Y+ 
4:G0T0 58 

898 REM rciQfflS 

988 PLOT X+2, Y+9 : DRAUTO X+2,Y»DRAUT0 X 
, Y : DRAUTO X,Y+5:PL0T X+l,Y+l«PLOT X+l, 
Y+4:PL0T X+l , Y+5 : RETURN 

958 PLOT X+2, Y+8:DRAUT0 X+2,Y»DRAUT0 X 
, Y : DRAUTO X,Y+4:PL0T X + 1,Y+4»G0T0 58 

998 rem mm\ 

1868 PLOT X-2,Y:DRAUT0 X-2,Y+9»G0T0 98 
1885 REM lafflHBMH 

1818 PLOT X-l,Y:DRAUTO X-1,Y+9:PL0T X+ 
l,Y:DRAUTO X+l , Y+9 : RETURN 
1615 REM OSMMDS 

1628 PLOT X-2,Y:DRAUT0 X~2,Y+9:G0T0 28 
8 

1846 REM raSOfflUM] 



BK 
GN 



JU 
CO 
ZU 
BJ 
IM 



IG 
UP 



UZ 
BU 
PX 
OY 
ZA 
PN 
LO 
GI 



OL 
US 



XU 
ZZ 
CI 
XH 
NE 



ZZ 
PZ 
CI 

YL 

RQ 

UK 

JH 
ZY 
EO 

ZF 

RH 
LA 

HN 

AI 

OL 
HS 



KS 
YU 
OE 

FS 

FN 
OL 

DY 

LG 

KZ 
HN 
OH 

DY 

FK 
JK 



OM 



1858 ANS$=STR$cANS> » IF LEN c ANS*> <> cX - X 
S>'4 THEN I486 

1868 X=X-4:F0R I=LENCANS*> TO 1 STEP - 

l:X=X-4*IF DCX>-1=UALCANS*CI,I>> THEN 

NEXT I'GOTO 1458 

1865 POP xGOTO I486 

1899 REM fflSHHDS 

1188 IF X=XS THEN 1286 

1185 COLOR 7:X=X-8 

1118 PLOT X+4,Y:DRAUT0 X+4,Y+8:PL0T X+ 
5,Y:DRAUT0 X+5,Y+8:PL0T X +6 , Y : DRAUTO X 
+6,Y+8:C0L0R 8:G0T0 58 

1286 SOUND 6,238,16,8:PL0T B,181:PL0T 
B,182:X=X-4:B=B+C:S0UND 8,8,6,8:G0T0 5 
8 

1298 REM afflfflfflES 

1388 TRAP 1388:IF B>79 THEN 1488 
1318 X=X+4:IF KEYcN»=12 THEN 1186 
1328 IF KEYCN»=11 THEN 1858 
1338 IF KEYCNK>14 THEN 1286 
1346 GOTO 2488 
1398 REM HmfflGDSBGMDBfflaffl 

I486 SOUND 8,78,12,8:U=U+1>UR0NG€U,1>= 
R+1:UR0NGCU,23=D2:G0SUB 1888:G0T0 1686 

1446 REM SOlfflCGSHOBHKlSfflraS 

1456 COR = COR + l : SOUND 6 , 18 , 18 , 8 * X = BROU C 

CORJ : Y=167«0N COR GOSUB 188,288,388,48 

8,568,668,768, 886,986,1888,1618,1628 

1466 GOSUB r888'G0T0 1688 

1498 REM SSHfflGMHfflffifflHSfflS 

1586 TRAP 1386JG0SUB 9488 

1538 FOR 1=1 TO 12 : D CI J =1 : NEXT I:T=12 

1688 B=1:C=SKILLCC0L'2* : X = 33 : Y = 38 : COLO 

R 6 : R = R0U-2 : IF R0U=14 THEN R = INT CRND C8 

>*11J+1 

1618 IF T=8 THEN 3868 

1626 POKE 764,255-IF R>8 THEN X=34 

1638 ON R GOSUB 288,368,488,588,668,76 

8,888,988,1868,1816,1828 

1648 X=38* Y=38»PL0T X . Y : DRAUTO X+2, Y+9 
: PLOT X + 2,Y:DRAUT0 X,Y + 9 

1645 X=43:N2 = INTcRNDc8>*T>+ltD2 = DcN2» * 
D «N2J =D CTJ : IF C0L<8 THEN D2=13T 
1658 T=T-H ANS=cR+l>*D2»IF D2>9 THEN X 
=44 
1668 
1678 
1698 



XS=36:IF ANS>99 THEN XS=34 
IF ANS<18 THEN X5=38 
ON D2 GOSUB 188,288,388,486,586,6 
88, 788, 886,986,1868,1818, 1628 
1788 X=XS-4 : Y=153 : COLOR 8<PL0T 8,188:0 
RAUTO 8,183'GOTO 58 
1798 REM HfflHSSiraHHHnranH 

1886 COLOR l:FOR 1=38 TO 47:PL0T 32,1: 

DRAUTO 46,I:NEXT I:COLOR 7 

1818 FOR 1=153 TO 16l:PL0T 32,I:DRAUT0 
46,I:NEXT I s COLOR 2:PL0T 8,186:DRAUT0 
8,183:PL0T l,18l:DRAUT0 79,181 

1828 PLOT 1,182:DRAUT0 79,182:S0UND 8, 

8,8,8: RETURN 

1998 REM KMMHgSttUlSK] 

2868 R0U=3 : C0L=2 : GOSUB 9388:P0KE 788,1 
98:P0KE 789,152:P0KE 718,42:P0KE 711,5 
6 

? 1*6;" SSOHBG" 
? »6; "hui tiPl icat ion table" 



2826 
2638 
2846 
2858 



MIX" 
,17:? »6;' 



to besi 



? usr 

FOR Y=4 TO 13:P0SITI0N 9,Y:? «6 ; Y 
-UNEXT Y»Y = 19 
2866 ? «6j" 
2678 POSITION 1. 
level" 

2886 POSITION 2,19:? »6 ; "D 2 3 4 5 6 7 

8 9"; 

2898 POSITION 3,23:? »6 ; "HHFIHfi 
n":R0U=3:C0L=2:N=228:G0T0 2188 

2895 POSITION 3,23:? »6 ; "BHElffln* 1 

2896 POSITION 3,23:? «6 ; "Hnmian" 
2168 Q=PEEKC53279> : ON 0 GOSUB 2895, 
5,2386,2895,2268, 1588,2895 

2158 FOR 1=1 TO 24:IF PEEK c53279> <> Q T 
HEN POP :GOTO 2186 
2168 NEXT I 

2178 Q2=PEEKC53279) :IF Q=Q2 THEN POKE 
77,8:0N Q GOSUB 2176,2178,2388,2176,22 
88,1568,2178:G0T0 2178 
2188 GOTO 2186 



: POP 



,269 
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2198 REM BSBSHflHimfflaS 

2266 FOR X = 9 TO 11:L0CATE X,ROU,CH:POK 

E 85, X:? »6;CHRSCCH 1281 :NEXT X : ROU = RO 

W+l'IF R0U=15 THEN R0U=3 

2216 SOUND 0, N~ cl2*R0U5 , 10, 8 

2228 FOR X = 9 TO 11 = LOCATE X,ROU,CH:POK 

E 85, X:? «6;CHR5cCH+128J ; :NEXT X : SOUND 

0,0,0,0 :RETURN 
2296 REM [OQOOQUJBHtaOfflri 

2386 LOCATE COL , Y , CH : POSITION COL,Y:? 
»6i CHRS CCH128J : CBL-CBL + 2 : IF C0L=26 TH 
EN C0L=2 

2318 LOCATE COL ., Y , CH : POSITION COL,Y:? 
«6; CHRS <CH + 128> 

2328 SOUND 8 , N- cC0L'2«16> , 18 , 8 : FOR 1=1 

TO 13:NEXT I : SOUND 8 , 6 , 6 , 8 : RETURN 
2398 REM [iWaHNBIiiHOlM 

2486 GOSUB 1888:G0SUB 9986 
2458 M=8 : C0R=6 » GOTO 2686 

29 98 REM [-i^mwiHBCiffletBamBBHinaaffl 

3888 FOR 1=1 TO 88:NEXT I « GOSUB 9966 

3668 GOSUB 9388*P0KE 788,88'POKE 789,3 

8:P0KE 718,26:P0KE 711,58'POKE 712,4 

3865 IF C0R=12 THEN 3158 

3878 IF COROll THEN 3875 

3872 ? «6;" answer to wrong p 

rob 1 en" : GOTO 3878 

3875 ? «6;" answers to wrong p 
robiens" 

38 78 ? »6 ; "9999S999999999999999 • IF CO 

RRECT < 7 THEN POKE 84,3 

3886 FOR 1=1 TO 12-CQR'POKE 85,5LENcS 
TR$ cURONG cl, 1>>> :? «6 ; I4RONG « 1 , 1 > ; 
3898 POKE 85,6:? «6;"X ■• I URONG CI , 2> 1 « P 
OKE 85,11:? »6 ;•• = ";: POKE 85,13:? «6 ; UR 
ONG CI, 1>«UR0NG cl, 2 J 

3895 IF C0R>2 THEN ? »6 ; 1 ' ■■■■■■■■■■■■■ 

■■■■■■■" : IF C0R<7 THEN POKE 84, PEEKC84 

i -1 

3098NEXTI j IF C0R<3 THEN ? »6 J "999999 

3 8 9 9 ~ I F ~ C 0 r73~T HEN ? «6 

3188 ? »6;" SHBIBO to continue " 

3185 ? «6;" CTIianHmm for nenu" 

3118 IF C0R=12 THEN X=PEEK c788» : POKE 7 

88,PEEKC718) '-POKE 716, X 

3126 FOR 1 = 1 TO 12 * X = PEEK C532791 i IF X = 
6 OR X=3 THEN POP :GOTO 3288 
3138 NEXT I:GOT0 3118 

3158 FOR X=8 TO 26 STEP 4 t POKE 84, X«? 
«6 ; x ? «6 % "9-9-9- 

31 7 8 _ POSITION 5 , 5 : ? «6 ; " BXHEHLSNO "«P 

OKE 84,ll:G0T0 3166 

3288 IF X=6 THEN 3588 

3282 GOTO 2458 

3298 REM [lOfflCIHBCMIl 

3586 GOSUB 9468:IF C0R<8 THEN FOR 1=1 
TO 158:NEXT I:GOTO 2458 
3518 CH=l:N=4 

3538 FOR 1=1 TO 16:IF C0R<9 THEN 3568 
3548 IF CH=1 THEN POKE 711,66>P0KE 712 
,24 : CH = 8 :GOTO 3568 

3558 POKE 711,24-POKE 712,66*CH=1 
3568 FOR X=l TO 14:C0L0R N'PLOT STARcX 
,11 ,STARCX,2> :N=N+l:IF N=16 THEN N=4 
3562 NEXT X:NEXT I : COLOR 3»F0R 1=1 TO 
14:PLOT STARcl # l>,STARcl,2> iNEXT I 
3565 IF C0R<11 THEN FOR 1=1 TO 180'NEX 
T I'GOTO 2458 

3576 FOR X=6 TO 255 STEP 2:S0UND 8,X'2 
,18,8<P0KE 784,X:S0UND 0 , X , 16 , B » NEXT X 

3588 FOR X=255 TO 6 STEP -2'SOUND 8,X' 
2,18,8:P0KE 764,X>S0UND 0 , X , 16 , 8 * NEXT 
X'SOUND 6,6,8,6 

3596 IF C0R=12 THEN C0R=8 : GOTO 3576 
3666 FOR 1=1 TO 158-NEXT I'GOTO 2458 

8996 rem oQDoaar-xiass 

9686 DIM ANS*C3>,DC48>,SKILLC9>,KEYC25 
5> , URONG C12, 23 , 5TARC14,2> , BR0UC12> 
9626 GRAPHICS 2+16'POKE 84,1 
9 838 ? «6; " jWEBBKBEEOBBBM (11100 

9635 POKE 84,5«? ; «6;" PROGRAM~B y7» » 

? *6i" bob foil e tt" : POKE 84,7 

984 8 ? »6 ; " 9-9-9-9-9-9-9-9-9B" * ? *6l 



BS 

CZ 

KS 

KO 

XK 
UJ 

YH 

QZ 

HO 

AU 



KL 
BH 

YE 

IU 

LF 
IT 
FM 
BD 



FY 
XB 
JJ 
XS 

MJ 
AL 

MP 
OG 

NK 



NI 
UU 



JZ 
NS 

GE 
UL 

GC 
UG 

AU 

ZQ 

UO 
TI 

on 

ML 
LH 

BC 



"i? **6i" MMM 

9866 FOR 1=1 TO 9 * READ X * SKILL cl) =X * NE 
XT I 

9876 DATA . 1 , . 125 , . 16 , . 25 , . 3 , . 45 , . 6 , . 8 
,1 

98B8 FOR 1=1 TO 12 « READ X » BROU cl» =X « NE 
XT I 

9898 DATA 3,9,15,21,27,33,39,45,51,59, 
66,73 

9188 FOR 1=8 TO 255 : KEY CD =13 : NEXT I 
9116 FOR 1=1 TO 12 « READ N * KEY cN» =1 : NEX 
T I:KEYC37»=14 

9115 DATA 58,31,36,26,24,29,27,51,53,4 
8 , 12, 52 

9128'FOR 1=1 TO 14 < READ X , X2 i STAR cl , 11 
=XiSTARcl,2i=X2>NEXT I 

9138 DATA 61,77,58,137,7,124,21,13,58, 
16, 44, 9, 30,125,72-, 131, 42, 73, 22, 134, 33, 
88,58,115,12,91,19,189 

9258 POKE 729 , 6 : P AGE=PEEK C186 J 'POKE 16 
6, PAGE16 * GRAPHICS 18'POKE 559,8:G0T0 
9626 

9386 POKE 106, PAGE iGRAPHICS 17'GOTO 95 
8 8 

9486 POKE 186,PAGE-16:P0KE 784,8:P0KE 
785,2:P0KE 786,4'POKE 787,6 
9418 GRAPHICS 42'POKE 788,8:P0KE 789,1 
8»P0KE 718,12:P0KE 711,24:P0KE 712,66 

9588 POKE 16,64:P0KE 53774 , 64 » RETURN 

9686 rem m^smss^m^m^ 

9626 COLOR 8 * FOR 1 = 1 TO 4'PLOT 39-1,1 + 

17 « DRAUTO 38 + 1, 1 + 17 :NEXT I 
9638 FOR 1=1 TO 14»C0L0R I'2»PL0T 38-1 
*2, 21+1 : DRAUTO 48+1*2 , 21+1 : NEXT I 
9648 COLOR 3»F0R 1=36 TO 49'PLOT 2,I:D 
RAUTO 76,I:NEXT I 

9656 COLOR HFOR 1 = 37 TO 48'PLOT 31,1: 
DRAUTO 47,I:NEXT I 

9668 COLOR 8:C0L=2:F0R 1=1 TO 3:F0R RO 
U=38 TO 47 * PLOT COL , ROU « DRAUTO C0L + 3,R 
OU 

9678 PLOT 75C0L, ROU' DRAUTO 78-C0L,R0U 

: NEXT R0U:C0L=CQL+12'NEXT I 

9688 COLOR 7'C0L=8*F0R 1=1 TO 2:F0R RO 

U=38 TO 47:PL0T COL , ROU I DRAUTO C0L+3,R 

OU 

9698 PLOT 75-C0L,R0UtDRAUT0 78~C0L,R0U 
•NEXT R0U:C0L=C0L+12:NEXT I 
9738 R0U=49'F0R 1=14 TO 4 STEP l-COLO 
R I'2:R0U = R0U+HPL0T 38-1*2, ROU : DRAUTO 

48+I«2,R0U'NEXT I 
9748 X = HFOR 1 = 6 TO 1 STEP -1 * FOR J = I 
TO 1 STEP -l'COLOR X:PLOT 39-J*2,67-I: 
PLOT 39-J*2 + l,67-HX = X + l»NEXT J 
9742 X = HNEXT I 

9745 X=l:FOR 1=6 TO 1 STEP l:FQR J=I 
TO 1 STEP -l'COLOR X'PLOT 38+ J*2 , 67 - I : 
PLOT 38+J*2+l,67-I:X=X+l:NEXT J 
9748 X=l:NEXT I*FOR 1=1 TO 6:C0L0R I'P 
LOT 39,67-I:NEXT I 

9758 COL=l:FOR 1=148 TO 165 : COLOR COL: 
PLOT 8,I:DRAUT0 79 , 1 * C0L = C0L + 1 » IF COL= 
7 THEN C0L=1 

9751 NEXT I 

9752 COLOR 3<F0R 1=166 TO 177:PL0T 6,1 
: DRAUTO 79,I>NEXT I 

9768 GOSUB 9988 

9778 COLOR 2«F0R 1=178 TO 185*PL0T 8,1 
: DRAUTO 79,1'NEXT I 

9886 COLOR 4 : FOR 1=1 TO 14 ' PLOT STARcl 
,1» ,STARCI,2> : NEXT I 

9828 COLOR 7«F0R 1=152 TO 162'PLOT 31, 
I * DRAUTO 47,I:NEXT I 

9838 COLOR 2:PL0T 38 , 151 : DRAUTO 48,151 
* DRAUTO 48,163:DRAUT0 38 , 163 « DRAUTO 38 
,151 

9848 PLOT 8,185:DRAUT0 8,6>DRAUT0 79,8 

: DRAUTO 79,185 

9858 60T0 2868 

9898 REM fflfflSatMffllfflraSlltB 

9988 COLOR l:Y=167:F0R 1=1 TO 12:X=BR0 
UcIliON I GOSUB 186,288,386,486,588,68 
8, 768, 886, 986, 1888, 1818, 1828: NEXT I 
9918 RETURN 
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COLLAPSING DECK 



SOLITAIRE GAME THAT'S SIMPLE TO PLAY, BUT TOUGH TO WIN 



Article on page 1 5 



LISTING 1 



Don't 
TYPO 



type the 
II Codes! 



189 REM ********************** 
118 REM * COLLAPSING DECK * 
120 REM * BY A. R. MILLER * 
148 REM 

150 REM c C >1990, ANTIC PUBLISHING , INC . 
160 REM OHflfflaWUHHS 

170 GRA PHIC S 1+16 : POSITION 1,4:? «6 ; "□ 

180 POSITION 
CK □" 

190 POSITION l,6i? »6;' 
r □" 

200 POSITION l,7i? *6;' 
□» 

210 POSITION 1,8:? «6 ; ■ 
DOQD" 

220 REM BSOBDDffl 

230 DIM DKC54J , CD C4, 13> , PT C2, 56J , F* C4J 
,U$c26> ,L*c2» »OPEN ttl , 4 , 0 , "K : " 

240 F* = ,$ nanH" « ^^wmumsm^mmmmsmim 



1,5s? t*6;"Q COLLAPSING DE 
"□ a. r. nine 
*□ 1989 



mm® 



250 REM BBOBCDHBfflfflaiBflaSB 

260 I=1'F0R Y=4 TO 16 STEP 2«F0R X=0 T 
0 35 STEP 5:PTC1,IJ=X«PTC2,I»=Y«I=I+1: 
NEXT X*NEXT Y 

270 rem BmmsaaaBfflHfflia 

288 FOR 1 = 1 TO 53>DKcl>=0xNEXT I * GRAPH 
ICS 1+16 : POSITION 3,6»? »6 ; "SHUFFLING 
DECK" 

290 FOR X=l TO 4:F0R Y=l TO 13:CDcX,Y> 
=0 • NEXT Y : NEXT X 
300 FOR 1=1 TO 52 

310 X = INTCRNDC0>«4 + 0.S> *Y = INT CRNDC0>«1 

3 + 0 5>HF CDcX,Y> THEN 310 

320 IF X<1 OR X>4 THEN 310 

330 IF Y<1 OR Y>13 THEN 310 

340 CDCX, Y>=l:DKCU=X*100 + Y:NEXT I » KC = 

2>KP=2<ED=52 

350 REM fflfffflOTHfflD^nfflSBllfflfflH 
360 GRAPHICS 0 : POSITION 0,1:? 

370 POSITION 0,19:? "HHHflMMHMMIHHI 
[OlMtimiMOSBHflflflflilBflflHflM" ; 

388 POSITION 1,20:? "O BACK ONE";:POSI 

TION 1,21:? "B BACK THREE"; 

390 POSITION 15,20:? "GO NEXT CARD";:PO 

SITION 15,21:? "0 ALL CARDS"; 

400 POSITION 1,22:? "@ END 6AliE";:P0SI 

TION 15,22:? "H MOUE TO END" 

410 POSITION 1,23:? "B MOUE LEFT";:POS 

ITION 15,23:? "B MOUE RIGHT" 

420 POSITION 32,20:? "G&XBGIB" : POSITION 

32,21:? "IiaaD" : POSITION 33,22:? ED - KC 

430 FOR 1=1 TO KC:F=INTCDKCI>/100> :U=c 

DKCIJ -F«100> 

440 POSITION PTC1,U,PTC2,I» :? F*CF,F> 
;U*C2»U-1,2«U> ; :NEXT I 

450 POSITION PTC1,KP>+1,PTC2,KP»+1:? " 

H"; :POKE 752,1 

460 GET ttl , Z : REM EHflBGDfflHflH 

470 IF Z=49 THEN 570 « REM IBHfflCMfflfflSBBHfflm 

488 IF Z = 51 THEN 660 : REM BMHOHGOmaaHEQ 

rasa 

490 IF Z = 78 OR Z = 118 THEN 860 : REM fflSQD 

■rortiim 

500 IF Z = 65 OR Z = 97 THEN 890 ' REM BOHffl 

QDQOEI 

510 IF Z = 69 OR Z = 101 THEN 928 : REM SQOQM 

520 IF Z=76 OR Z = 108 THEN 818 : REM ffl[OfflL§ 



538 IF Z = 68 THEN 740:REtt 
540 IF Z=62 THEN 788:REM 
558 FOR 1=1 TO 38:S0UND 1 , 29 , 18 , 18 : SOU 
ND 1,243, 10, 10:NEXT I«SOUND 1,0,0,0:60 
TO 460 

568 REM Bffl§BMBlMBBmB 

578 IF KP = 1 THEN 558: REM B(D0WlMDGQID[DOWClffl 

■mm 

588 F=INTcDKcKP>'100> :U=DKcKP> -F*100:F 



TD 
DO 
TF 
AU 

PR 

PB 
PC 
AA 

LZ 



DK 
TU 
YU 



PO 

OY 
HE 
ZA 

MZ 



TT 

ER 
CH 

HB 

TI 



TZ 
FU 



UD 



TU 



NZ 
UP 

NF 

XC 
UU 

JE 
TU 
DJ 



XU 
IZ 
RZ 
GO 
UR 
KA 
HG 
JF 



JM 
OU 
KE 
FQ 
FO 
NU 

AT 



1 = INT CQKCKP-Il '188* : U1 = DKCKP-1> -Fl«188 

598 IF F=F1 THEN 628 

688 IF U=U1 THEN 628 

618 GOTO 558: REM OlflmBramfflrMOOBfflfflBnmCilia 

628 FOR I=KP-1 TO ED - 1 : DK cl> =DK cl + u : N 

EXT I:KP=KP-l:KC=KC-l:ED=ED-l 

636 IF ED = 1 THEN 928 : REM SQBmmBHffllClflfflSB 

nam 

640 GOTO 360 

650 rem fflm[S[3Bomaa@«HHsme 

660 IF KP<4 THEN 550: REM safflfflBfflmUlKlfflOBHLi] 

■offloa 

670 F=INTCDKCKP1'100> : U=DK CKP* - F«188 : F 
1 = INT CDKCKP-3J '1003 :U1 = DKCKP~3> -Fl*100 
:IF F=F1 THEN 700 
688 IF U=U1 THEN 788 

698 GOTO 550 * REM MmBMEmilliammPmfflfl 
788 DKCKP-3J =DKCKP> : FOR I=KP TO ED-l:D 
KCI1=DKCI*U : NEXT I x DK cEDJ =0 » KP = KP - 3 : K 
C=KC-1 : ED=ED - 1 

718 IF ED = 1 THEN 928: REM fflSnmQlBHfflfflBmBB 

Hum 

728 GOTO 368 

738 rem ■fimosmaa 

748 IF KP = 1 THEN 558:REM QQIBHEQGDQnQIiHQQ] 
■jillsll 

758 POSITION PTC1,KP*+1,PTC2,KP»+1:? " 

";:SOUND 1, 288, 18, 18: SOUND 1,8,8,8<K 
P=KP-1 

768 POSITION PTC1,KP>+1,PTC2,KP»+1:? " 
^••;: SOUND 1,200, 18, 10 : SOUND 1,0,0,0:60 
TO 460 

788 IF KP = KC THEN 558: REM OmQMBfflBinftMQ] 

798 POSITION PTC1 # KP>+1,PTC2,KP>+1:? " 

";:SOUND 1,200, 10, 10 » SOUND l,0,0,0tK 
P=KP+1 

888 POSITION PTC1,KP>+1,PTC2,KP>+1:? " 
^"; 'SOUND 1,200, 10, 10: SOUND 1,0,0,0:60 
TO 460 

818 REM mBgMMQMMgilMmiHH 

828 IF KP=KC THEN SOUND 1,200,10,10:50 

UND 1,O,0,0:6OTO 460 

838 POSITION PTC1,KP>+1,PTC2,KPJ+1:? " 

";:SOUND 1 , 200 , 10 , 10 : SOUND 1,0,O,0:K 
P = KC 

848 POSITION PTC1,KP>+1,PTC2,KP>+1:? " 
A ";:SOUND 1,280, 10, 10:SOUND 1,0,0,0:60 
TO 460 

868 IF KC = ED THEN 558: REM HfflfflBBmGHIMlflBm 
878 KC=KC+l:60T0 368 

888 rem ■maMfflsmcaa 

898 IF KC = ED THEN 558: REM HffltlJBfflmdlfJJfflHBW 
H1HMI 

900 KC=ED:60T0 360 
910 REM BGOMHSfflH 

920 Z=0:FOR 1=1 TO ED-1 : F=INT CDK CI J '10 

01 :U = DKCI»-F*100:F1 = INTCDKCI~D'100> :U 

1=DKCI-11 -Fl«180 

930 IF F=F1 THEN 960 

940 IF U=U1 THEN 960 

950 60T0 970 

960 Z=l : I=ED 

970 NEXT IHF Z = l THEN 1060 
980 IF E<4 THEN 1110:REM gQOffl 
990 FOR 1=1 TO ED-3 

1008 F=INTCDKCI>'100> : U=DK ell -F«100 : Fl 
= INT CDKCI-1>'100J : U1 = DK cl-lJ -F 1*1 00 : IF 

F=F1 THEN 1038 
1818 IF U=U1 THEN 1838 
1020 60T0 1040 
1030 Z=l:I=ED-2 
1040 NEXT I»IF Z=l THEN 1860 
1050 60T0 1118: REM HnGQGOB@fflfflffl@ 
1868 6RAPHICS 1+16 : POSITION 3,4:? »6 ; " 
PLEASE RECHECK" 
1070 POSITION 5,5:? «6 ; ' 
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ITION 4,6»? »6J"I HAUE FOUND" 

1888 POSITION 2,7«? »6;"AT LEAST ONE M 

ORE" « POSITION 7,8«? *6j"PLAYM" 

1898 FOR 1=1 TO 58'SOUND 1 , 99 , 18 , 18 » 50 

UNO 1,8,8,8'NEXT I«FOR 00 = 1 TO 488iNEX 

T OS » GOTO 368 

1188 REM afflGMKBQBSBlES 

1118 GRAPHICS 1+16JP0SITI0N 1,2:? «6 ; " 
YOU HAUE SUCCEEDED" « POSITION 1,3:? «6 ; 
"COLLAPSING THE" Mmmm mm 

1128 POSITION 4,4*? *6;"DECK DOWN TO"* 
POSITION 9,5*? «6;ED«P0SITI0N 7,6*? *6 
j "CARDS" m m 

1138 IF ED=1 THEN POSITION 4,8*? «6;"n 
one better!"*GOTO 1248 

1148 IF ED<3 THEN POSITION 5,8*? «6j"f 
antastic"*GOTO 1248 m m 

1158 IF ED<5 THEN POSITION 7,8»? «6j"fl 
reat!">GOTO 1248 

1168 IF ED<7 THEN POSITION 4,8«? «6;"W 
ou're good"*GOTO 1248 

1178 IF ED<9 THEN POSITION 6,8*? »6;"n 
ot bad"*60T0 1248 



OS 

HY 

IC 

NU 

PM 

RX 
OZ 



GS 
JU 

DN 



LY 
RE 



1188 IF ED<11 THEN POSITION 8,8*? »6 ; " 

You've Played before"*GOTO 1248 

1198 IF ED<15 THEN POSITION 1,8*? «6;" 

you've got proHise" * GOTO 1248 

1288 IF ED<28 THEN POSITION 4,8*? »6 i " 

keep tryins" * GOTO 1248 

1218 IF ED<25 THEN POSITION 7,8*? «6;" 
rookiei"*GOTO 1248 

1228 IF ED<38 THEN POSITION 3,8*? «6i" 

are vou sick?"*GOTO 1248 

1238 POSITION 7,8*? «6 i "nov i c e ! " 

1248 FOR 1=1 TO 388*NEXT I*POSITION 8, 

18*? »6;"D0 YOU UANT TO PLAY" * POSITION 

7,11*? tt6 ; "AGAIN?" ; 
1258 POKE 752,1<GET »i , Z 

1268 IF Z = 89 OR 2=121 THEN 288 * REM HSB 

1278 IF Z=78 OR Z=118 THEN POSITION 8, 

18*? »6;"vou CAN'T STAND ANOTHER C 

HALLENGE?" : REM [§0X9 

1288 FOR 1 = 1 TO 488*NEXT I * END 

1298 GOTO 1258 



TECH TIPS 



MACHINE LANGUAGE LOADER MENU 

By Dennis Debro 

I first encountered your MENU file when I bought the 
March 1989 issue with the disk enclosed. I liked the 
convenience of the menu, seeing all the files on disk, 
and being able to run a program from the menu. One 
thing I didn't like was not being able to run a machine 
language program without having to go to DOS and use 
the L option. (The instructions in the magazine general- 
ly tell you to rename the file AUTORUN.SYS, but the 
DOS option L works fine for most files ending with .OBJ 
or .EXE.) 

This short alteration to the menu program will make 
it possible to execute machine language programs from 
the Antic Disk Menu. To work with the menu program, 
don't try to RUN the menu. Instead, at the BASIC 
READY prompt you must LOAD "D:MENU". Then you 
can change the lines as follows: 



Atari DOS. It will only work will .OBJ or .EXE files that 
have been properly designed to load from DOS and run 
with BASIC. 



COMPUTER TYPIST DEMO 

By Brandon Clark 

This short but interesting subroutine shows how to 
print text onscreen character-by-character with a type- 
writer sound. This is the same effect you've probably 
seen in programs like HACKER. 

When you RUN the program, instructions will write 
themselves out onto the screen. You can put up to 40 
characters at a time into the string A$. Then GOSUB 
1000 to print the characters onscreen, and move on to 
the text in the next A$. 

If you want a different sound, just experiment with 
the SOUND statement in line 1030. 



Don't type the 
TYPO II Codes! 



Don't type the 
TYPO II Codes! 



SR 

BM 

KU 
CY 
IS 
RQ 
TB 
IX 



168 TRAP 288 J POKE 
EXT=4 TO 12 

161 IF X*cEXT,EXT*3i=".EXE" 
EXT+3»=".0BJ" THEN 215 

162 IF X*cEXT,EXT+3>=".BAS" 

163 NEXT EXT 

164 RUN A* * TRAP 48068 

215 CLOSE ttHOPEN «1,4,8,A* 

216 GRAPHICS 8 

21? START=USR€5576> 



83,39'POKE 82,2»F0R 
OR X*cEXT, 
THEN 164 



Be sure to SAVE the modified MENU program before 
you RUN it, or you will lose your work. 

Lines 215-217 really do all the dirty work. Line 215 
opens the file for input. Line 216 sets the screen back 
to the original white text on a blue screen. Line 217 ex- 
ecutes DOS option L while in BASIC. 

NOTE: As far as I know, this routine works only with 



TI 
XX 
FP 

OR 

XF 
PV 



EJ 
XH 
PM 

AU 

All 
RQ 
YB 
NA 

0U 

IL 
AO 



DIM A*C48> 



nmmnamBU 

of coNPUter 



program. " 
38-98 and 



18 ? "H 
28 REM 

38 A*="ThiS is an example 
type">6QSUB 1888 

48 A*="as seen in some names and prosr 
ams.'MGOSUB 1888 
58 PRINT 

68 A*="Tvpe LIST to see this 
iGOSUB 1888'A*="Deiete lines 

add vour own" * GOSUB 1888 
65 A*="text lines. "(GOSUB 1888 
78 PRINT 

88 A*="Put your text ci-48 characters! 
in" * GOSUB 1888 

98 A*="A*, and GOSUB 1888. "'GOSUB 1888 

99 PRINT < END 

1818 PRINT iFOR 0=1 TO LENcA*> 

1828 IF A* CO, Qi=" THEN FOR 14=1 TO 18 

> NEXT Hi? " "JtGOTO 1848 

1838 FOR U=28 TO 8 STEP -5«50UND 8,11,4 
,8'NEXT M>? A* CO, 0> J » SOUND 8,8,8,8 
1848 NEXT 0 
1858 RETURN 
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ATARI 800/XL/XE 
PUBLIC DOMAIN SOFTWARE 



FREE MYCOPYR! 

FOR THE ATARI 800/XL/XE 



MYCOPYR! Is a versatile disk copy program 
capable of High Speed I/O, single, double, and 
enhanced density. Supports US Doubters and 
Happy Drives. Automatically adjusts between 
the 3 different densities. It utilizes most memory 
upgrades and the extra 64 K on the 130XE. 
Toggle write verify on or off. Toggle format on 
or off. Also has the option of using ICD's 
ULTRASPEED sector SKEW when formatting 
allowing you to create FAST DISKS from 
NORMAL SPEED disks or NORMAL SPEED 
disks from FAST DISKS. High speed I/O is also 
capable on most HAPPY 1050 drives and much 
easier to use than the sector copier that came 
on the Warp Speed Software disk. Don't think 
you need a modified drive to use this program 
It is still one of the best copiers for almost any 
drive, it Is a must have for any 1050 owner. 
Includes a documentation file on the disk. 



For your free MYCOPYR! disk and catalog 
of over 300 public domain disks write to: 

C&T ComputerActive 
PO Box 893-M 
Clinton, OK 73601 



WHY PAYMQBE? 

ATARI 80O/kL/KE P.O. SOFTWARE 



Before vou buy elsewhere, ask yourself : 

- Are all disks only $1.75 each, everyday? 
- Are they all double-sided "fllppys", giving 
you twice as much software per disk? 



— se>e;ci AL, s — 
8 Print Shop Graphics Disks - only 512.95! i£ 
aldaa vlth over 1700 graphics for use w/Print 
Shop. Also Includes useful P.S. utilities. 

4 SpartaDOS Utility Disks - only $6.50! S. 
sides of powerful utilities for use with 
SpartaDOS. 

10 Game Disks - only $14.95! 20 3 ides packed 
with many of the best public domain games. 

10 Utility Disks - only $14.95! 20 sides full 
of essential utilities for your 8-blt Atari. 

10 Educational Disks - only $14.95! 20 3 ides 
of great educational programs. 

10 AMS Disks - only $14.95! 20 aides crammed 
full of AMS music. Each disk has a player. 



Write for free catalog! 
Add $2 for S/H. Ohio res. add 5.5% tax. 
Send to: M.W.IP.D.S. 
890 N. HUNTINGTON ST., MEDINA, OH 44256 



Shopper's Mart 

THIS COULD 
BE 
YOUR AD! 

CONTACT: 

Denny Riley 
544 Second Street 
San Francisco, CA. 94107 
415/957-0886 





12 X Rated Disks (FOR ADULTS ONLY) 
Only $15.1*5 You must sign that you are over 21. 








10 Print Shop Graphics Disks for only $15.95 
Over 1000 graphics for use with Print Shop. Also 
included is a utility for printing the graphics in 
miniature form. A very good set of graphics! 








9 Disks Full Of SpartaDOS Utilities for only 
$14.95 Lots of useful utilities for use with 
Sparta Dos. A very good collection of disks to have. 








10 Disks Pull Of Games for only $14.95 These 
disks are full of some of the best public domain 
games available for the 8-Bit Atari. Lots of fun! 








10 Disks Full Of Educational Programs for 

only $14.95. Lots of great learning programs. 








|l0 Disks full of Utilities for only $K95| 










13 New Testament Disks for only $15.95 The 
complete New Testament (Kings James version) 










••• LARGE FREE CATALOG ••• j 




We ship most orders within 48 hours. Add 52.50 for 
shipping & handling. Send a check or money order to: 
ComputerActive, PO Box 893-K, Clinton, OK 73601 



Don't 
Forget! 



To tell our 
advertisers you 
saw their ad in 



BUY 



ELL 



RADE 



WAP 



L 



g 



ANTIC CLASSIFIEDS 

544 Second Street, 
San Francisco, CA 94107 
Telephone (415) 957-0886 



Name 


Company 


Address 


Phone 


City/State/Zip 


MasterCard/Visa Number 


Expiration Date 



Signature - 
Number of words 



Issue(s) Ad to Appear 

Enclosed is my payment for $ 



RATE: $2.00 PER WORD— twenty (20) word minimum. 

BOLDFACE: Add $7.50 per line for boldface words or add $40.00 for the entire ad set in boldface (any 
number of lines). 

STARS: Add $10.00 for one (1) line of six (6) stars at top of ad. 

TERMS: Prepayment is required. Check, Money Order, Visa, MasterCard, or American Express is accepted. 
Make check payable to Antic Publishing. 

FORMS: Ads are subject to publisher's approval and MUST BE TYPED. Please underline words to be set 
in boldface. 

GENERAL INFORMATION: Advertisers using Post Office Box numbers in their ads must supply permanent 
address and telephone numbers. Ad will appear in the next available issue after receipt unless otherwise 
specified. 

DEADLINE: 65 days prior to desired cover date. 

Clip or copy this coupon, attach to typewritten copy and send with remittance to address on the left. 
HANDWRITTEN COPY WILL NOT BE ACCEPTED. 



AN AD IN ANTIC REACHES OVER 60,000 SERIOUS ATARI USERS 



Antic Classifieds 



***** 

Get your free catalog of 800/XL/XE Public 
Domain and Shareware. Choose from over 
300 theme disks, all tested and guaranteed! 
The most descriptive catalog available 
anywhere. Dependable worldwide serv- 
ice. BELLCOM, Box 1043-A, Peters- 
borough, Ontario, Canada K9J 7A5. 

Educators: Use Atari in the Classroom! 

OPTICAL ILLUSION/AUDIO VISUALIZER 
(single disk), ECOLOGIAN (bring life to a 
barren planet), WORDSEARCH MAKER, 
ANIMALS (develop identification keys), 
MATH DISK, FRACTAL DISK. All require 
XL or XE computer, 1050 or XF551 drive. 
$5.95 per disk + $2.00 postage and han- 
dling per order. BRESNICK, 555 Ware 
Street, Mansfield, MA 02048 

SI is the LARGEST and BEST ATART 8-bit 
PD Specialst in North AMerica! our SUPE- 
RIOR Theme Disk Collection(300+sides/ 
over 5,000 diferent programs!) averages 
just $2-$3 per packed D-S disk. Shipping 
FREE. Try MLX GAMES GREATEST HITS 
(our most popular title) for only $3 - re- 
cieve Si's Newest CATALOG FREE! CATA- 
LOGalone/ $2. SASE for Disk Listings only. 
SOFTWARE INFINITY, 642 East Waring 
avenue, State College, PA 16801 



Dorsett Educational Systems. 800 Talk 
and Teach programs, K-12 to adult. Free 
catalogue. Box 1226, Norman OK 73070. 
1-800-654-3871. Reading, Math, Physics, 
Electronics, many more. 

Finally, a company devoted to Atari 8-bit 
games: Hundreds! Low prices. Fast serv- 
ice. Free catalog: KAKE, 9 Smith Court, 
Vincetown, NJ 08088 

Program 7000% faster than BASIC! En- 
hance brain waves? unique "real world" 
controllers, extended Atari voicing. Ex- 
otic joysticks/baddies. More! 5 year sup- 
port. Catalogue $3 (rebatable) on assem- 
bly game disk: EXIT, PO 2521, WASH- 
INGTON DC 20007. 

How do your run a classified Ad in 
Antic? See coupon on page 44 for 
details or call 415/957-0886. 

***** 

SOFTWARE CLOSEOUTS !! Name brand 
software at liquidation pricing. Many well 
known titles for IBM, Commodore, Atari, 
Apple Mac, Amiga. GP/M & much more, 
many titles under $10. FREE PRICE LIST!! 
COMPSULT P. O. Box 3233 San Luis 
Obisbo, CA 93403-3233 (805) 544-6616 



***** 

' CHANGING PATTERNS" NEW! (800/XL/ 
XE) COMPUTER ART WITHOUT DRAW- 
ING!!! 80 MACROS! FUN! All Ages! Four 
Disks: $35.00 (Introductory) Demo: $5.00. 
Check, Money Order, only. STEWART 
SOFTWARE, 11323 BLYTHE ST., SUN 
VALLEY, CALIF. 91352 

For the best in Atari Public Domain Soft- 
ware write for your free catalog. 8-bit or 
ST. Good Prices and Fast service. Vulcan 
Software, P. O. Box 692, Manassas, Va. 
22111-0692 

***** 

FREE CATALOG of one of the world larg- 
est and best organized collection of public 
domain software for the Atari 800/XL/XE. 
Over 300 disks, fast dependable service, 
and very low prices! Computeractive, 
Box 893-A, Clinton, OK 73601 

Antic Magazine is a vital source for you 
and your Atari. Complete your collection 
of Antic Magazine by ordering back is- 
sues. For price listing and availability call 
800/234-7001 , or write Antic Back Issues, 
544 Second Street, San Francisco, Ca. 
94107. 
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ack Issue: 

SALE 



On 



Complete Your Atari "To 



Incredible Savings 



How To Order: 



Simply tell us if you want special offer 
A, B, or C, corresponding to the 
following selections: 

A - 1 back issue Antic magazine 
and Disk. 

B - "GRAB BAG" special offer 12 
Back issues Antic and Disk 

C - Complete Antic Library 

('83 to '87) 

* Availability Limited see opposite page of 
Back issue Antic magazine and disks. 



Prices 

A - Any 1 available Back issue of Antic 
magazine and Disk per issue $7.00 

Plus shipping and handling (per issue) $1.00 

B - "GRAB BAG" special offer any 12 available 
Back issues of Antic magazine and Disks $49.95 
Plus shipping and handling $9.00 

C - Complete Library $99.95 

Plus shipping and handling $15.00 



FOR ORDERS ONLY CALL TOLL-FREE 
(800) 234-7001 (7-5 pm PST.) 
MasterCard & Visa Only 

Or send your check to: ANTIC BACK ISSUES 
544 Second Street 
San Francisco, CA 94107 
California residents add 6 1/2% sales tax. 



Order Form 



Selection A-B-C (circle 1) 

List Selections* 



A-l issue of Antic magazine w/Disk $7.00 (shipping & handling per issue $1.00) 
B-Any 12 issues of Antic magazine w/Disk $49.95 (shipping & handling- $9. 00) 
C-Complete available Antic library $99.95 (shipping and handling $15.00) 
*Please check opposite page for availability 



□ Check Enclosed □ VISA □ MasterCard 



Name 



Address 



City 



State 



Zip 



Credit Card* 



Exp. Date 

Canada, Mexico and all other foreign add $1.00 per issue. 
Payment in U.S. funds must accompany all foreign orders. 
California residents add 6 1/2% sales tax. 



Missing any issues? Looking for those great utilities, 
games, and reviews? You'll find it all right here! 
Copies are limited, so order today! 



ORDER * ISSUE 

1 April 1983: Games— 3-D Maze, Voyeur (NoDisk) 

2 May 1983: Telecomputing— Microids, 

Tele Chess (No Disk) 

3 June 1983: Databases— Stargazing, 

Dancin' Man (No Disk) 

4 July 1983: Adventure Games— Dragonsmoke, 

Shoot-em-up Math 

5 August 1983: Graphics— 3-D Fuji, Keystroke 

Artist 

6 September 1983: Education— P/M Tutor 

7 October 1983: Sports Games— AutoCassette 

8 November 1983: Sound & Music— Air Raid, 

Casting Characters 

9 December 1983: Buyer's Guide— 

AUTORUN.SYS, Automate Player/Missiles 

10 January 1984: Printers— Pocket Calendars, 

Screen Dump 

11 February 1984: Personal Finance— TYPO, 

Gauntlet 

12 March 1984: International Issue— DiskRead, 

Poker Solitaire 

13 April 1984: Games— Risky Rescue, 

Math Wizard 

14 May /June 1984: Exploring XL Computers— 

Escape from Epsilon, Scroll to the Top 

15 July 1984: Communications— AMODEM, 

BASIC Animation Secrets 

16 August 1984: Disk Drives — Horseplay, Recall 

1 7 September 1984: Computer Graphics — 

Graphics Converter, Olympic Dash (No Magazine) 

18 October 1984: Computer Learning— Bouncing 

Ball, Antic 4/5 Editor/Animator 

19 November 1984: Computer Adventures— 

Adventure Island, Advent X-5 

20 December 1984: Buyer's Guide— Inf obits, 

Biffdrop 

21 January 1985: Super Utilities— TYPO II, 

DISKIO 

2 2 February 1985 : Finances — Home Loan 
Analyzer, Drum/Bass Synth 

23 March 1985: Printers— Kwik Dump, Font 

Maker 

24 April 1985: Computer Frontiers— Dot Matrix 

Digitizer, Speech Editor 

25 May 1985: New Super Ataris— Son of Inf obits, 

Arena Racer 

26 June 1985: Computer Arts— View 3-D, 

The Musician 

27 July 1985: Computer Challenges— Miniature 

Golf, Guess That Song 

28 August 1985: Telecommunications — Atari 

'Toons, Pro* Term 

29 September 1985: Power Programming— 

One-Pass Disk Copy 130, Crickets 



ORDER * ISSUE 

30 October 1985: Mind Tools— Graph 3D, GEM 

Color Cascade 

31 November 1985: New Communications— 

TYPO II Double Feature, 130XE Memory 
Management 

32 December 1985: Shoppers Guide— DISKIO 

Plus, Box-In 

33 January 1986: Atari Products are Back- 

Appointment Calendar, Dungeon Master's 
Apprentice 

34 February 1986: Printer Power— T-Shirt 

Construction Set, Forth Escapes 

35 March 1986: Practical Applications— Lunar 

Lander Constructor, Lie Detector 

36 April 1986: Computer Mathematics— Fractal 

Zoom, 3-D Fractals 

37 May 1986: 4th Anniversary— Digital 

Gardener, Molecular Weight Calculator 

38 June 1986: Summer Computing— Weather 

Wizard, Bomb Squad 

39 July 1986: Computer Arts— Amazing Card 

Shuffler, Graf con ST 

40 August 1986: Online Communications— 

Ultrafont, Floppy Filer 

41 September 1986: Weather— WEFAX Decoder 

(8-bit/ST), BASIC Tracer 

42 October 1986: Hard Disks— Video Stretch, 

TYPO ST 

43 November 1986: Personal Finance— Budget 

dataBASE, V-Graph 

44 December 1986: Shoppers Guide— Stepper 

Motors, Nuclear Waste Dump 

45 January 1987: Talking Atari— Talking 

Typewriter, Rebound 

46 February 1987: Word Processing— SF 

Fogger, Electric Charlie! 

47 March 1987: Dvorak Keyboard, 

Multi-AUTORUN 

48 April 1987: — Designer Labels, Taxman 

49 May 1987: 5th Anniversary— A-Rogue, Poker 

Slot Machine 

50 June 1987: Animation— Verbot Commander, 

Citadel 

51 July 1987: Print Anything— Ghost Writer, 

Your Net Worth 

52 August 1987: Atari Muscle— Sideways 

Spreadsheet, Diamond Dave 

53 September 1987: Work/ Play— Mighty Mailer, 

Maximillian B. 

54 October 1987: Football Predictor — Antic 

Prompter (8-bit/ST), Spelling Checker (No Mag.) 

55 November 1987: Practical Applications— 

Critical-Path Projects, WYSIWYG Cassettes 

56 December 1987: Print Holiday— R S. Envelope 

Maker, Antic Publisher (No Magazine) 



3257 KIFER ROAD 
SANTA CLARA, CA 95051 
(408) 749-1003 

(408)749-9389 FAX 



For all your A fori computer needs... 



STORE HOURS 
TUE - FRI 10am - 6pm 

SAT - 10am - 5pm 
CLOSED SUN - MON 



800/XL/XE SOFTWARE TITLES ON DISK 



ENTERTAINMENT 

12 ADAMS ADVENTURES .. 14.95 

ADVENTURE TRILOGY .... 14.95 

ALIANTS 26.95 

ASSASSIN COVE 9.95 

ASSULT FORCE 3D 19.95 

AUTO DUEL (64K) 26.95 

BEYOND CASTLE WOLF.... 14.9 5 

BANDITS 5.35 

BISMARK 26.95 

BLOCK BUSTER 7.95 

BOP 'N WRESTLE 13.50 

BORODINO: 1812 22.50 

BOULDERDASH CONSTR.SET 9.95 

BRUCE LEE 8.95 

C'EST LA VIE 7.95 

CASTLE WOLFENSTEIN. .. . 14.95 

CONFLICT IN VIET NAM . 9.95 

COSMIC TUNNELS 9.95 

CRUSADE IN EUROPE .... 9.95 

DALLAS QUEST 7.95 

D BUG 4.95 

DELUXE INVADERS 7.95 

DECISION IN DESERT ... 9.95 

DROP ZONE 9.95 

DR. MINDWARP 9.95 

FLECTRAGLIDE 8.95 

F-15 STRIKE EAGLE .... 9.95 

FIGHT NIGHT 17.95 

FORBIDDEN FOREST 7.95 

FORT APOCALYPSE 9.95 

GAUNTLET (64K) 13.50 

DEEPER DUNGEONS 22.50 

GRAPHIC ADVENTURES 16 26.95 

HARD HAT MAC 7.95 

HERACLES 26.95 

JAWBF;2AKER 4.95 

JUMPMAN 9.95 

KARATEKA 13.50 

KICKSTART 8.95 

K N ! CKERBOCK ERS U.50 

KENNEDY APPROACH 9.95 

LAST V « 8.9 5 

L.A. SWAT/PANTHER .... 8.95 

LEADERBOARD 13.50 



LORDS OF CONQUEST .... 

MASTERS OF TIME 

MICROLEAGUE BASEBALL . 
MONTEZUMA'S REVENCE . . . 

MOUSEQUEST 

MOON SHUTTLE 

MR. ROBOT 

NATO COMMANDER 

NIBBLER 

OIL'S WELL 

O'RILEYS MINE 

PENSATE 

PHAROAH'S CURSE 

PIE MAN 

PINBALL CONSTR SET . . . 
PIRATES OF BARB. COAST 
PITFALL/DEMON ATTACK . 

PREPPIE I & II 

RACING DESTRUCTION SET 
SEVEN CITIES OF GOLD . 

SILENT SERVICE 

SOLAR STAR 

SOLO FLIGHT 

SPEED KING 

SPIDERMAN 

SPITE & MALICE (400/800) 
SPY VS. SPY I « II ... 
STARBASE HYPERION .... 

STAR FLEET I 

STAR RAIDERS II 

STOCKMARKET 

STRIP POKER 

SUMMER GAMES 

SUPER HUEY 

TAX DODGE 

TELLADEGA 

^EMPLF OF APSHAI 

THE HULK 

TOP GUNNER 

TRAILBLAZER 

ULTIMA III 

ULTIMA IV 

UNIVERSE 

VIDEO POKER 

WINTER CHALLENGE XL/XE 
ZAXXON 



1 4 


50 






IK 
j 5 


95 








QB 








zz 






2 






c c 




95 


1 \ 


95 


9 


9 S 


14 


95 


1 J 


bO 


22 


j0 


1 3 


50 


9 


95 


1 i 


50 


l 3 


r j() 


9 


95 


9 


9 r > 


9 


95 


ti 


95 


5 


35 


9 


9 r . 


9 


95 


7 


9 b 


•14 


95 


17 


95 


22 


50 


26 


95 


7 


95 


9 


95 


9 


9 5 






9 


95 


5 


35 


9 


95 


26 


95 


15 


95 


53 


9 b 


44 


95 


8 


95 


13 


50 


1 3 


. 50 



PROGRAMMING 

CLSN PASCAL 35.95 

DRAPER PASCAL 44.95 

DOS 2.5 7.95 

DOS XE 10.00 

DISK I/O 26.95 

KYAN PASCAL 62.95 

LIGHTSPEED C 35.95 



PRODUCTIVITY 

ATARI WRITER+/SPELLCHK 44.95 
ATARI WRITER 80 

REQUIRES XEP80 44.95 

AWARDWARE (1050) 13.50 

BANK STREET WRITER.... 9.95 

BLAZING PADDLES 19.95 

BOOKKEEPER/KEYPAD .. 17.95 

COMPUTE YOUR ROOTS ... 3 5.95 

DATAMANAGER 8.95 

ELECTRONIC CHECKBOOK . 8.95 

FAMILY FINANCE 6.95 

FORMS GENERATOR 21.50 

HOME ACCOUNTANT 19.95 

HOME FILING MANAGER. . 6.95 

INVENTORY MASTER 80.95 

MONEY MANAGER 8.9S 

MUSIC CONSTRUCTION SET 11.50 

NEWSROOM (1050 - 64K). 13.50 

NEWS STATION 26.95 

NEWS STA. COMPANION. . 26.95 

PAGE DESIGNER 26.95 

PAINT 12.95 

PRINT POWER (1050) 13.50 

PRINTKIT (1050) 13.50 

PRINTSHCT 34.95 

PROOF READER 17.95 

PUBLISHING PRO 35.95 

RUBBER STAMP 26.95 

SUPER MAILER 3 5.95 

TIMEWISE 6.95 

TURBOWORD 80 *44.95 

TURBOFI LE 80 M4.95 

* REQUIRES XEP80 

VIDEO TITLESHOP (64K) 26.95 



VIRTUOSO 
VISICALC 



EDUCATION 

BUZZWORD 

GRANDMA'S HOUSE (10) 
HEY DIDDLE (AGE 3- 10) 
LTNKWORD: SPANISH 
LINKWORD: GERMAN . 
LINKWORD: FRENCH . 
LINKWORD: ITALIAN 

MASTER TYPE 

RAINEY DAY GAMES . 
SAT PRACTICE TESTS 
SNOOPER TROOPS CASE HI 
SNOOPER TROOPS CASE H2 
STATES AND CAPITALS . . 
QUIZ MASTER CONSTR. . . . 
QUIZ MSTR. USA CONSTR. 
AMEEICA1 EDUCATION: 

A* BIOLOGY G10+ . . 

A+ GRAMMER G4+ . . 

A+ READING COMP Gl 

A+ SCIENCE G3-4 . . 

A+ SCIENCE G5-6 . . 

A+ SCIENCE G7 8 . . 

A+ SPANISH 

A+ SPELLING G2-8 . 

A+ U.S. GOV. G10+ 

A+ U.S. HIST. G5+ 

A+ VOCABULARY G4+. 

A+ WORLD GEOG. G8+ . 

A+ WORLD HIST. G8+ . 
(G - GRADE LEVEL) 
AS. TWO EX: 

HODGEPODGE (AGE 16) 

MONKEYMATH (AG 4 10) 

MONKEYNEWS (GR 16) 
ATARI : 

CONCENTRATION 

DIVISION DRILL 

GRAPHING 

INSTRUCTIONAL COMPUT 

PLAYER MAKER 
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ERNIE'S MAGIC SHAPE. 
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FRACTIONS MULTPL/DIV 
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LINEAR EQUATIONS . . . 
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MATH BLASTERS G16 . 
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SPELL ITJ AGE 10+ . . . 
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WORD ATTACK G4 12 . . 
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MATHMAZE (6 11) 
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MISSION ALGEBRA (13+ 


13 


50 


B 


9 b 


SPELLICOPTER (6 11). 
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COUNT AND ADD 
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SMART THINKER 
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SUBTRACTION 
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THINKING SKILLS .... 
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ALL 6 TINK TONKS. . 
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UMICORJ: 
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10 LITTLE ROBOTS 
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FUN BUNCH (6 ADULT) 
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WEEKLY HEADER (PRE SCHOOL): 
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STICKY BEAR SHAPES . 
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STICKY BEAR NUMBERS. 


26 


95 


17 


95 


STICKY BEAR ABC'S . . 
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STICKY BEAR OPPOSITE 
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SB BASKET BOUNCE . . . 
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STICKY BEAR BOP .... 
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PIC BUILDER 
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800/XL/XE SOFTWARE TITLES ON CARTRIDGE 



ENTERTAINMENT 



ID TIC TAC TOE 9.95 

A I RBALL (XL/XE) 24.95 

ALIEN AMBUSH 9.95 

ACE OF ACES .(XL/XE) . 24.95 

MtCHON 14.95 

ASTEROIDS 15.95 

ASTRO CHASE (400/800. 14.95 

ATARI TENNIS (no box) 9.95 

ATLANTIS 14.95 

BALL BLAZER 14.95 

BARNYARD BLASTER 24.95* 

BASKETBALL 14.95 

RATTLEZONE 19.95 

BLUE MAX 19.95 

BOULDERS & BOMBS .... 14.95 

CAVERNS OF MARS 19.95 

CENTIPEDE 14.95 

CHICKEN (400/800).... 4.95 

CHOPLIFTER 14.95 

CLAIM JUMPER 7.95 

CLOUDBURST 9.95 

CRIME BUSTER 24.95* 

CROSSBOW 24.95* 

CROSSFIRE 9.95 

CRYSTAL CASTLES (XL/XE) 19.95 

DARK CHAMBERS (XL/XE). 24.95 

DAVIDS MIDNIGHT MAGIC 19.95 



DEFENDER 9.95 

DESERT FALCON 14.95 

DIG DUG 19 .95 

DONKEY KONG 10.00 

CARTRIDGE ONLY ... 5 . 00 

DONKEY KONG JR 19.95 

EASTERN FRONT (1941). 19.95 

CARTRIDGE ONLY 10.00 

E.T. PHONE HOME 9 .95 

FIGHT NIGHT 19 .95 

FINAL LEGACY 19 .95 

FOOD FIGHT (XL/XE) ... 19 .95 

FOOTBALL 14.95 

FROGGER 14.95 

GALAX 1 AN 9.9 b 

GATO 24.95 

GORF (400/800) 9.95 

HARDBALL 19.95 

INTO EAGLES NEST ( XL/XE ) 19 . 95 

JOUST 19.95 

JUNGLE HUNT 12.95 

KABOOMI 14.95 

KARATEKA 19.95 

KRAZY ANTICS 14.95 

LODE RUNNER 24.95 

MARIO BROS (XL/XE)... 19.95 

MEGAMANIA 9.95 

MILLIPEDE 9.9 5 



MINER 2049 ' ER (no box) 9.95 



MISSILE COMMAND 10.00 

CARTRIDGE ONLY ... 5.00 

MOON PATROL 19.95 

MR. COOL 4.95 

NECROMANCER 19.95 

ONE ON ONE (XL/XE)... 19.95 

PAC MAN (CART ONLY).. 5.00 

PENGO 19.95 

PLATTERMANIA 9.95 

POLE POSITION 19.95 

POPEYE (XL/XE) 14 .95 

QBERT 14.95 

QIX 9.95 

RESCUE ON FRACTALAS . 19.95 

RETURN OF THE JED1 .. 14.95 

ROBOTRON: 2084 14.95 

SLIME (400/800) 4.95 

SPRINGER 7.9 5 

SPACE INVADERS 14.95 

STAR RAIDERS 10.00 

CARTRIDGE ONLY 5.00 

STAR RAIDERS 11 19.95 

SUBMARTNEE COMMANDER 14.95 

SUMMER GAMES (XL/XE). 24.95 

SUPER BREAKOUT 19.95 

SUPER COBRA 14. 95 

SUPER PAC MAN 



CARTRIDGE ONLY 9.95 

THUNDERFOX 19.95 

TURMOIL 9.95 

ZENJI 14.9 5 

PRODUCTIVITY 

ACTION 1 71.95 

BASIC REV A CART .... 5.00 

BASIC REV C CART 15.00 

BASIC XL 53.95 

BASIC XE 71.95 

DIAMOND (GEM O/S) .... 69.95 

LOGO 29.95 

CARTRIDGE ONLY ... 10.00 

MAC/65 71.95 

MAC/65 wOLKIT DISK. . . 26.95 

MICROSOFT BASIC II ... 31.50 

MICROFILER DATABASE .. 22.50 

PILOT 19.95 

CARTRIDGE ONLY ... 10.00 

SPARTA DOS X 71.95 

EDUCATION 

MATH ENCOUNTERS 9.95 

TYPO ATTACK 22. 50 

FISHER PBICE (PRE SCHOOL): 

DANCE FANTASY 8.9 5 

LINKING LOGIC 8.95 

LOGIC LEVEIS 8.95 



MEMORY MANOR b.95 

ALL 4 FOR ONLY .... 24.95 
SPIHHAKER (AGE 3 10): 

ALPHABET ZOO 9.9 5 

DELTA DRAWING 9.9 5 

FACEMAKER 4.9 5 

KIDS ON KEYS 9.95 

KTNDERCOMP 9.95 

(AGE 7 - ADULT) : 

ADV. CREATOR ( 400/800 ). 9 . 95 

FRACTION FEVER 9.95 



(* - REQ. LIGNT GUN) 

XEGM COMPUTER 

INCLUDES: 

* BASIC IANGUAGE 

« DETACHABLE KEYBOARD 

* FLIGHT SIMULATOR 

* MISSILE COMMAND 

* BUG HUNT 

* LIGHTGUN 

* JOYSTICK 

$119.95 mk 
$159 . 95 128K 



4 



RECONDITIONED ATARI MERCHANDISE 30 



DAY WARRANTY 



5- 1/4" DISKETTES 


800 (48K) 


DISK DRIVES 


1020 COLOR 


3-l/2 M DISKS 


AS LOW AS 15 CENTS 


COMPUTER 




PRINTER/ PLOTTER 


AS LOW AS 75 CENTS 


10 FOR $2.95 


$69.95 


810 99.95 


$19.95 


10 FOR $8.95 


100 FOR $25.00 




1050 149.95 


100 FOR $80 


1000 FOR $150.00 


1030 MODEM 


810 HAPPY 


(new in box) 


1000 FOR $750 


MOST ARE UNNOTCHED 


WITH EXPRESS! 


ENHANCEMENT 


40 COLUMNS WIDE 


DOUBLE SIDED WITH 


WITH OLD SOFTWARE 


$24.95 


$79.95 


INC. PENS , PAPER, ETC. 


OLD DEMO SOFTWARE 



600XL 
COMPUTERS! 

16K 39.95 
64K 59.95 

WHILE SUPPLY LASTS! 



SHIPPING INFORM A HON - Prices do not include shipping and handling. Add $5.00 for small ilems ($8.00 Min. for Canada). Add $8.00 for disk drive. Add $ J.30 lor C.O.D. 
Calil. res. include 7.25^ sales tax. Mastercard and Visa accepted if your telephone is listed in your local phone directory. Orders may be pre-paid with money order cashier 
check, or personal check. Personal checks are held for three weeks before order is processed. C.O.D orders arc shipped via UPS and must be paid with cash, cashier check or 
money order. International and APO orders must be pre-paid with cashier check or money order. $20.00 minimum on all orders. 

Phone orders accepted TUESDAY THROUGH FRIDAY from 10:00 am to 6:00 pm PST 
We carry a full line of ATARI products - large public domain library - write or call for free catalogue 

PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE - NO REFUNDS - ALL SALES ARE FINAL 



